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“Like Nothing You Have ever Experienced Before’ 


See it~ Fly it: Fire it 


“TT LOOKS MORE LIKE IT BELONGS ON THE WEAPONS 
CONTROL PANEL OF A KLINGON BATTLECRUISER THAN 
ON YOUR COMPUTER DESK.” 

COMPUTE (June ‘94) Denny Atkin 











PROENIX 


FLIGHT & WEAPON CONTROL SYSTEM 





w 24 PROGRAMMABLE BUTTONS 


Ww ANALOG OR DIGITAL RUDDER AND THROTTLE CONTROL 

wW JET STYLE JOYSTICK HANDLE FOR AILERON AND ELEVATOR CONTROLS 

W GRAPHICAL USER INTERFACE SOFTWARE 

W INCLUDES CUSTOM CONTROL SETTINGS FOR THE MOST POPULAR FLIGHT SIMULATORS 
w COMPATIBLE WITH VIRTUALLY ALL FLIGHT PROGRAMS 


Available for IBM PC or compatible computers 


FOR ADDITIONAL INFORMATION CALL: 
Advanced ADVANCED GRAVIS COMPUTER TECHNOLOGY LTD. 


GRAVIS 1790 Mipway LANE, BELLINGHAM, WA 98226 
Tet: 604-431-5020 or Fax: 604:431:5155 
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PRAT IT’S ONLY A NIGHTMARE 











Go ahead and scream. From deep 
within your nightmare, utter a 
piteous cry — as though your life 
depends on someone hearing you. 


Because, in this reality, it does. 


From the master of computer 
gaming comes an interactive 
suspense thriller so shockingly real 
you'll pray it’s only a nightmare: 


Phantasmagoria. 


Phantasmagoria is no ordinary 
game, no tawdry attempt at horror. 
We wouldn’t dare. Blending the 
talents of best-selling game 
designer Roberta Williams and a 
team of the world’s finest 
cinematographers, Phantasmagoria 
unleashes an incarnate evil you 


never knew existed inside your PC. 


PLEASANT DREAMS. 


Meee RIA WILLIAMS 


PHANTASMAGORI/ 
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issue 46 September 1994 


News and Features 


Upfront - post-CES Rant 

1994 Summer CES - Steve and Marc have a Taste of Chicago 
Interview - Mike Singleton talks story with Geoff Keighley 

Design Notes: World at War: Stalingrad — they could have used some Spam 
Inside the Industry - Dultz Goes Hero Worshipping at LucasArts 
Gaming Centers - Nick Svolos Checks Out and into Virtual Reality 
Perspective - Robots, we got Robots — part I of a Battlemechs history 
Interview - /nvincible DeNardo Garnered by Brenda 

Upgrades - Life’s a Patchwork Quilt, eh? 

Shareware Shack - Geoff Keighley does Dallas 

Hardware - Config this! 

Over the Net -Sam Baker Continues his On-Line Coverage 

Rebound - Wherein we patronize our readers 








Merit’s G-Nome makes an appearance at CES: page 8 Colonization - Wartofsky meets Meier at the MPS Corral 


Lords of Midnight - Keighley previews Domark’s huge new CRPG 
Bioforge - Scott Grant describes Origin’s upcoming interactive movie 
Eleventh Hour - Keighley offers an early look at Trilobyte’s adventure 
Master of Magic - 4 /ittle more info on the Master of Orion sequel 


Command Post - Beaderstadt takes to the D-Day Beach for Summer Fun 
Battle Isle 2 Tips - Dultz details Blue Byte’s strategy game 

On War - Mike Robel previews our new Feature Column 

Origamo - Bernard Dy checks out this interesting puzzler 

The Grandest Fleet - Peter Smith investigate’s QQP’s latest naval wargame 
D-Day: The Beginning of the End - Robe discusses Impressions’ timely title 
Games Magazine: Puzzles - Dultz searches for a series of solutions 
Kingmaker - Alan Fusco gets Fussy over AH’s latest translation 

Serf City - Wartofsky decides it’s OK that life’s pretty Feudal, after all 
Harpoon 2 - Beaderstadt enthuses over Three-Sixty’s huge new strategy game 


moc ate UNL tse [1a 30B0UP 1a) | ° |@Adventure/Role Playing 


The Grandest Fleet: page 70 Boots of Re - Unca offers the latest hot tips and a glass of ASCII ale 
Dragonsphere - Backer delights in MPS’ last adventure title 

Inca 2 - Bill Holmes on this cute new adventure from Sierra 

Goblin Quest 3 Walkthrough - Andy Backer finishes up in Part IT 


Commander Crunch - Tips on Staying Invisible for as long as possible 
Aegis: Guardian of the Fleet - Zhe Fusco Brothers offer up two perspectives 
Guns, Guns, Guns! - Basham’s instructive series continues 

IndyCar Track Pack - Bauman’s Dream Machine takes a new turn 





Sportswire - Holmes does his last on baseball for awhile 


Next Month: 


Tie Fighter, Dark Legions, Space Simulator, 
IndyCar Track Pack: page106 Theme Park and Deep Space Nine: The Hunt 
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MARKETING 
FOR THE MASSES > 


here was a lot of big money on the floor at this June’s CES, and I’m sorry to have to 
if say this but it felt more like a bunch of drunk frat boys crashing a hippie Grateful Dead 
be-in than anything else. 

I don’t think I’m bizarre in suggesting that the typical computer gamer is a pretty unique and 
unusual kind of person, probably thoughtful, definitely capable of a sustained attention span that 
goes well beyond most of what passes as entertainment (or even art) these days, and certainly 
penetrating, insightful and critical when it comes to perusing new submissions for his or her 
attention. 

That’s not the audience being played to out there these days, though; the sound and rhythm of 
the industry’s getting to be more and more like that of any other big corporate marketing-driven 
enterprise, all noise and lights and very little substance. It’s seriously distressing, and the pres- 
sures to give in to this way of doing things is immense. 

The dictatorship of mass taste (something defined more by mass marketing than by actual 
popular interest, a distinction well worth paying attention to) is historically littered with flop 
after flop, no matter what the business. Next to gambling (number one, scary, ain’t it?), phar- 
maceuticals and military spending (the top three which characterize our culture/economy... think 
about it), advertising and marketing is one of the hugest expenditures in our marketplace. 
Incredible amounts of effort, pseudo- and not-so-pseudo research and experimentation goes into 
the designing and refining of a new product so that it’s guaranteed to have the widest mass mar- 
ket appeal, and despite all that high-powered and expensive calculation... the results remain as 
ephemeral as they ever were. Except for the very important fact that the resource spent on 
bringing such a product to market more often than not drives out a bunch of competing products 
that, without all the bright lights to support them, might nevertheless have made an even bigger 
splash upon release. 

This leaves us, the consumers/users/players with a persistent, loud onslaught of unappealing 
dreck to fend off, and with little opportunity to take the time to make our own more individual- 
ized and personal selections of those things that are likely to make our lives just a little bit more 
satisfying. 

What does this mean more particularly for computer gaming? The apocalyptic word voiced 
furtively on the June CES floor is that, come this fall and Christmas, there’s going to be little 
room on the shelves of most stores for excellent gaming, as most of the shelf space will be taken 
up by a host of “multimedia miracles” which the industry’s marketing wing hopes will convince 
Homer and Marge to buy a home computer. 

It could easily do just the opposite. I have intelligent, whacky and interesting friends (named 
Homer and Marge) who’ve never experienced the joys of classical music or jazz simply because 
they “didn’t know where to start.” Imagine hordes of people convinced by all the hype that 
now’s the time to get into Virtual Reality Interactive CD-ROM Multimedia, running home with 
a random pick of CD-ROM titles likely to bore them to tears within a few hours. Will this get 
the industry off the ground? Not. 

Those more optimistic hope that, in the sea of craven obeisance to such marketeering whims, 
enough honest and decent down-to-earth computer gamers will pipe up and make a woeful 
noise about the ludicrousness of this trend to have some influence on it. Will it be enough to 
stop the seeping flow? Probably not. 

So where does that leave us? It leaves S+ in particular, I think, in the position of having to 
continue to speak ever more loudly for the interests of what corporate multimedia computing 
thinks of as a “niche” market. It leaves the mag in the position of being responsible for ferreting 
out the information on what’s really worth paying attention to, without giving in to any undue 
commercial or marketing pressures of one sort or another (and let’s be honest, there’s no mag 
out there save Consumer Reports that doesn’t have some such pressure to negotiate, no matter 
how dedicated; we claim no more nor less holiness along such lines than at least the better vet- 
eran publications out there). It leaves our writers in the position they’ve always been in, of 
being free to say whatever they feel is reasonable and intelligent and responsible about a game’s 
design, based on their many years of experience with these things. It leaves us, the editors, in 
the position of wanting to continue to express our enthusiasm about the interesting parts of the 
industry, but in a way that will remain credible and valuable to our readers. 

And finally, it leaves you, our readers, in the position of having to think ever more carefully 
about the formation of your own solid, individual opinions about what you like and what you 
don’t, of being that more independent in your assessment of what you’re going to find entertain- 
ing and absorbing. Stay in touch with us and feel free to speak out on what’s of value to you, 
and remain confident we’ll be listening to you first, and everyone else after that. And pick and 
choose carefully this fall; there’s a lot of junk on the way. Fortunately, a few good games (actu- 
ally, maybe just one or two a season) is all a dedicated computer gamer really needs to be 


happy. 





— Steve Wartofsky, Editor 
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We make this lovely advertisement and you drool all over it. Why do we bother? 
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Links 486/Pentium by Access 






ver noticed how the print 
advertising for computer 
games usually features 
great artwork which is significantly 
better than anything that shows up 
in the final game? That approach to 
marketing new games is moving 
from print to CD-ROM faster than 
anyone can say 3D Studio. 
Ferreting out any real information 
on upcoming releases seemed hard- 
er this year than ever before, due to 
the fact that many companies ended 
up doing a spectacular job on the 
floor of showing great animation 
demos that have nothing to do with 
actual gameplay. Come on, folks! 
This is a waste of everyone’s time! 
I suspect the most common ques- 
tion asked by savvy journalists at 
this June’s graphics fest was, “wonderful animation job; now, could you 
please give us something from the game itse/f'to look at? Thanks!” 
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The Real Advent of CD-ROM 

Overall impressions left by the show are that, despite all the flashy 
performances, there isn’t a heckuva lot of really impressive new game 
design going on out there right now. Everyone’s caught up even more 
than last winter in throwing as much “multimedia” as they can into a 
product, with little more than lip-service attention paid to the need to be 
“interactive.” Nevertheless, a few notable items stand out; hopefully 
we’ ll remember to highlight them in this report, as we attempt to wade 
our way out of the swamps of full-motion video and CD-ROM reference 
material that threaten to sink computer gaming in the muck and mire of 
multimedia marketing hype. 

Trends and trendettes: the typical CD-ROM product being pushed 
this year seems to be a combination of database program, button-clut- 
tered windowing interface, encyclopedia, video clip utility and high-res 
still photo system. Whatever the subject matter — football, military 
hardware, pop music, The Sixties (yawn), history — the experience is 
virtually (no, make that actually) the same thing over and over again: 
click here and reference the database, click there and get a video clip, 
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Deathgate by Legend E katectainment: 


some text, a photo or an animation, click on this object to make it move, 
click here to shut the whole thing down and go home to curl up with a 
nice, cozy spy thriller. 

This kind of stuff really predominated on the floor, and even seeped 
its way into the booths of companies traditionally recognized for pro- 
moting quality computer gaming. 

In themselves, these products are generally uninteresting; however, it 
is clear that over time this kind of CD-ROM multimedia reference inter- 
face may mesh with some of the more sophisticated simulations out 
there, and may even be useful some day as a kind of hyper-text (remem- 
ber that buzzword? no? good) background to supplement the 
gaming/simulation environment that is the real concern for us gamers. 


The Real Work Ahead 

From a gamer’s and simulation fan’s standpoint, the main trend at the 
show was a heat-up in the competition to produce the fastest, most flexi- 
ble, most dramatic 3D engine, to go beyond the successes of DOOM 
and provide the software necessary to provide a vivid environment with- 
in which almost any kind of gaming or simulation activity can take 
place. 

The tangible technical goals seem to be first, to provide the possibility 
of movement in as many axes as possible (too many 3D designs are still 
stuck on a rail, or limited to a few relatively square axes of movement); 
secondly, to provide faster, more flexible and less repetitive texture 
mapping routines, designed to prevent an overly homogeneous look to 
the 3D environment; third, to find ways to provide bitmap-quality or bet- 
ter object representation and animation within such an environment such 
that it will not slow down the 3D environment engine; and finally, to 
find techniques to work that environment so that something more than 
simply moving and shooting and clicking on objects will prove possible 
within it. A heady order, and one which the projects visible at CES 
looked like they were just beginning to come to terms with. 

Clearly, major technological breakthroughs along such lines are 
imminent (if not already present in some secret room, held onto by some 
single brilliant programmer out there), and once accomplished and 
licensed, are likely to transform computer gaming utterly. You’ll be 
seeing some pretty impressive demonstrations of some aspect of the 
above project in a number of upcoming releases mentioned below; but 
no company has yet announced a game which succeeds along all the 
above-mentioned lines. 

The other visible continuities seem to be first, that the delay of 
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14 Summer Consumer Electronics Show 


Mechwarrior II has upped the ante for the release of mech games, with 
a number of companies now in hot contention (check out the second part 
of our Mech series with Nick Svolos next month for discussion of new 
designs); and second, that the spate of wargame and air combat simula- 
tion releases has died down for a bit and given way to an upcoming 
spate of adventure and first-person shooter games. 

As for role-playing games? They continue to be evolving slowly and 
carefully, making use of video and 3D technologies where appropriate, 
without losing the traditional committment to strong gameplay. 

Too many arcade games at CES were being marketed as role-playing 
games, or simulations, or even adventures, perhaps to disguise the fact 
that they are basically arcade games. We don’t know why this should 
be. Perhaps it’s because for too many years, IBM-based PC gamers 
looked down their noses at the genre of game least possible on IBM 
equipment. Now that IBMs have developed enough to become great 
arcade game machines, no-one seems to want to let that apparently 
shameful secret out. So be it. The games are there, nonetheless, and 
they’re a lot more spectacular than their cartridge equivalents... 

In any event, on with the show! 


ACCESS 


Yes, despite all the pre-release hype there are things in Under a 
Killing Moon that are still going to look spectacularly impressive, even 
compared | with everything else at the show (i.e. techniques are used 
which no-one else has caught up with... yet). Some pretty bad campy 
acting in the on-floor demo, though — be forewarned. Links 
486/Pentium (whatever) is in progress, and will probably also feature 
smooth-scrolling advances on the still-shot approach used to represent 
the course environment available in the company’s current product. 


ACCOLADE/ 
LEGEND 
ENTERTAINMENT 


Accolade’s sports efforts are centered around All-Pro Video Football 
and Hardball 4. Both products concentrate their attention on visuals; 





Mechwarrior 2 by Activision 
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All-Pro uses 600 video clips to represent play progress, and H4 features 
an expanded repertoire of animations. Al Michaels continues to do the 
voice-overs for both games. 

On another popular front, Accolade has a contender in the sci-fi 
war/strategy game genre, Battle Isle 2200. With 20 campaign scenar- 
ios, LAN or E-Mail options and over 50 robots to control from a top- 
down perspective, BI offers turn-based play along the lines of 
Robosport. A shareware version is available via on-line services for a 
mere $14.95. 

Besides the just-released Super Hero League of Hoboken, Legend 
Entertainment has two strong contenders on the way this fall, Deathgate 
and Mission Critical. The former is an evolution of the Companions 
of Xanth game engine with new cutting-edge graphics, sound and ani- 
mation design (and challenging gameplay geared more specifically 
towards adult gamers), and the latter a quantum leap forward for the 
Gateway II: Homeworld system, with a whole new graphics interface 
designed around a system originally created for professional architectur- 
al work (meant to allow a “virtual walk-through” of test architectures). 


ACTIVISION 


Yes. Mechwarrior 2 will ship this fall. Matter of fact, an add-on 
disk will ship almost simultaneously, with 17 new mechs to play with. 
Look for Mechwarrior 3 in 1995 (surprised?). A sequel to the original 
Planetfall using the Return to Zork engine is planned as well, with 
screenplay written by Steve Meretzky and two writers from the team 
that scripted Star Trek: the Next Generation Hans Beimler and Richard 
Manning. Another Zork game is scheduled for 1995. 


ALLIANCE 
INTERACTIVE 


Newly formed Alliance Interactive Software displayed two classics, 
Sub Battle and PT Boat, re-releases from the now defunct software 
house, Epyx. Both have been updated with better graphics for the 
Macintosh and offer quick arcade-like escapes for haggard sea dogs 
anchored to their desks. 

Three new simple-to-play products were also being shown: a Formula 
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One Racing sim called Ferrari Grand Prix; a WWII 
flight sim entitled P-51 Mustang; and Fokker Triplane, a 
WWI dogfighting simulation. 

Alliance was also touting their partnered distribution 
arrangement with Virginia-based Arsenal Publishing Inc. 
(API). Being debuted was TacOps, a battalion/regimental 
level depiction of combat between the U.S. Marines and 
various foreign-equipped opposing forces (OPFOR). 
Featuring an on-line database of nearly 200 pieces of com- 
bat equipment and various unit types, this one looks like a 
winner. 


ASTOUNDING, INC. 


Virtual Reality headsets were all the rage at CES and Astounding, Inc. 
made available their version. With an initial street price somewhere in 
the $700 range, this Autumn release will be one of several available 


which will undoubtedly carve some inroads into the first-person per- 
spective segment of the game market. 


AVALON HILL 


On display was the company’s 5th Fleet a modern naval wargame 
centered around actions in the Persian Gulf. This will be the first in a 
series of products simulating Nato-Soviet naval conflicts. Also on-hand 
were the two PC versions of Atomic’s World at War games: Operation 
Crusader and Stalingrad. Both Advanced Civilization, the classic 
Avalon Hill boardgame, and Blackbeard, another board wargame 
turned computer game were previewed as well. Upcoming work from 
Avalon Hill looks to be breakthrough quality. 
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BOFFO GAMES 


This new company, started up by Steve Meretzky among others, will 
be releasing Hodj ‘n Podj, 20 mini-games built into a boardgame-style 
system organized around a loose fantasy, The Fool’s Errand style. 
Should be very entertaining! 


BLIZZARD 
ENTERTAINMENT 


Another little company, started up by the makers of The Lost 
Vikings (Steve Bauman’s real favorite game), is coming out with 
Warcraft: Orcs and Humans, a fantasy strategy game meant to com- 
pete with the likes of a Warlords II, no doubt with a humorous twist. 


BAO SIMULATION 
PRODUCTS (BSP) 


Along with the much-awaited Tower Controller, an air-traffic con- 
troller simulation already in use professionally at Chicago’s O'Hare 
International Airport, Flight Simulator Flight Shop will be available 
from the people who designed Flight Simulator for Microsoft. Flight 
Shop will give designers a chance to design their own visual airplane 
models in FS5, and will allow importing of aero models developed in 
A&SD for FS4. A Las Vegas scenery upgrade is also in the works for 
imminent release. Rumours have it that people affiliated with Maxis 
Software will be helping out on future scenery projects for BSP. 
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REMEMBER THAT GAME 
YOU PLAYED SO MUCH YOU 


LOST YOUR GIRLFRIEND... 


YOUR JOB...YOUR CAR... 


GOOD NEWS... 
IT'S BACK. 


LODE RUNNER 
THE LEGEND RETURNS 









It's more addicting than ever. With all new graphics and sound effects, plus 150 new levels of non-stop 


action. Play alone or head-to-head. Use the lightning-fast Game Generator to create torturous worlds 
of your own. See your retailer or call 1-800-757-7707 (Ask for offer D845). 


| 


| 


SIERRA’: 
\vailable for: DOS, Windows, MAC, DOS CD-ROM. LODE RUNNER is a registered trademark licensed exclusively to Douglas E. Smith. ©1983. 1994 Douglas E. Smith, Sierra On-Line Inc. All rights reserved. 
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“The Pinnacle of Entertainment Software’™ has a 40-level 3D 
arcade game, Body Count slated for the Fall, along with a tie-in to 
Steven Spielberg’s upcoming movie, Zorro. Think I'll stick with 
the movie. 


The designers of the popular Jump Raven and Lunicus dis- 
played PC versions of the same but more importantly, showed off 
their upcoming releases Dust: A Tale of the Wired West and 
Skullcracker. The former is set in a small New Mexico town circa 
1882, where players interact with a host of desperadoes, pioneers 
and the like within a dynamic 3D world. Skullcracker is a fast- 
action, side-scrolling arcade game, pitting nice guys named 
Bonebreaker and Skullcracker against the undead ghouls and gol- 
bins lurking in the town’s cemetery, cathedrals and — where else? 
— shopping malls. 


Demonstrations of the previously released U-Boat and M4 were 
being made at the Deadly Games booth. Discussions with Renee 
Vidmer, president of Deadly Games, indicated that they were work- 
ing on U-Boat II, which will focus on Operation Drumbeat, the 
German U-Boat campaign waged off the east coast of the United 
States. 
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Empire’s Dawn Patrol 





Lords of the Realm by Impressions 


Building upon their Advanced Sim Series, Domark unveiled World 
War II, which portrays aerial combat between dozens of aircraft over 
Midway and the beaches of Normandy on D-Day. Dogfight, another 
addition to the series, will introduce network and modem play into the 
the Domark flight sim universe. The company also displayed their 
native mode Power Macintosh flight sim, Out of the Sun. Again, aerial 
encounters include Midway and D-Day but will also feature the climac- 
tic struggle over the skies of Britain. 

Down the road, Apache represents the company’s foray into the heli- 
copter arena and will highlight tactical actions. The combat theatre has- 
not yet been finalized. 

Domark also displayed Mike Singleton’s Lords of Midnight (see our 
preview and interview elsewhere in this issue), their premiere introduc- 
tion for 1994. Utilizing a huge, fractal-based 3D landscape, players can 
control and interact with up to 24 characters. This one promises to be a 
fantastic release, given the enormity of its detail. 


Another British firm, Empire is continuing to evolve its strategy 
efforts with Dawn Patrol, a WWI combination flight sim and strate- 
gy game, with emphasis on the latter. Like Artech’s Blue Max of a 
few years back, this design gives the player boardgame-style 
wargame control over the tactical aspects of combat, but unlike that 
earlier design features what looks to be some good flight sim ele- 
ments as well. The company is also releasing Dreamweb, a solid- 
looking adventure. 
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Breach x by Impressions 


VFX1 Virtual Reality Helmet from Forte 


The most dynamic piece of software we saw at 
the show was, in fact, not even a game — yet. 
Entitled SAGE (Software Accelerated Graphics 
Engine) this extremely powerful engine will with- 
out question redefine the nature of gaming in almost 
any kind of imaginable 3D environment. RJ Mical 
dropped by while we were chatting with these guys, 
and also seemed quite impressed with what he saw. 


Another company demonstrating their technical prowess in the 
sexy world of Virtual Reality equipment was Forte. On display was 
their VFX1 helmet, which, when utilized in conjunction with a 
hand-held control puck for movement, breathed amazing new life 
into roaming the corridors of adventure games such as DOOM. The 
VFX1 is a substantial piece of new technology, with very high-qual- 
ity optics, solid overall construction and careful thought given to 
both a flexible, open design (already translated for more than eleven 
upcoming games) and to player ergonomics. 


The hottest-looking title from this distribution company is Take 2 
Interactive’s Hell. Meet Dennis Hopper, Grace Jones and Super Model 
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Stephanie Seymour (that’s her full name) on-screen, fighting it out with 
3D-rendered animation figures whose names we couldn’t get yet. 
Satanic grandeur meets cyberpunk underworld. Also featured are 
Bureau 13, a paranormal graphic adventure (you can actually send 
brainwaves to move from screen to screen.... not) and Star Crusader, 
an actual game with a 3D engine for the space combat sequences. 
Gametek also plans to bring the original Night of the Living Dead and 
some other movie titles completely to the pe screen. Why? 


The U.K.-based company his been working patiently on Freelancer 
2120 (previewd in issue 40, March 1994) and Raiden. 


True to their credo, /mpressions has a plethora of strategy/simulation 
games adorning their hot plate. First served was Lords of the Realm, a 
feudal castle-building game which focuses upon sieges, resource man- 
agement and medieval land battles. Breach 3, the sequel to the highly 
popular Breach 2 squad based combat simulation, was also available for 
perusal. Breach 3 melds the best elements of turn-based and real-time 
based action, and will provide players with the ability to link up with 
either version of Rules of Engagement. 

High Seas Trader is a promising 17th century trading simulation, 
wherein players attempt to secure oceanic trading lanes via a first-person 
viewpoint. Ship’s captains will have to deal with navigating, plunder 
and combat over the treacherous deep blue seas. 

Front Lines is similar in feel, if not time frame, to QOP’s The 
Perfect General. The game, set in the near future, features armies com- 
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posed of hovertanks, missile batteries and tech infantry, among others, 
battling it out for the control of the planet. Modem play will be includ- 
ed, as well as a powerful scenario editor enabling players to create bat- 
tles from the WWII period. 

Powerhouse is another /mpressions entry into the business simulation 
market, this time focused upon energy companies. Empires are created 
by discovering and implementing new power sources, but care must be 
taken to avoid the ramifications each effort has on the ecology. 


One of the most appealing titles in the ever expanding first-person 
genre was /nterplay’s Descent. Joystick jockeys maneuver through 
rooms and corridors 1n a hovercraft capable of banking and flying along 
more axes than you can throw a stonecutter at. 

Speaking of which, Stonekeep, a dynamic title in the dungeon crawl 
genre, was just as exciting to view. Both represent state-of-the-art 
achievments in their respective categories. Star Reach made another 
showing at CES, and will hopefully be “reaching” the local retail outlets 
as you read this. This real-time action/strategy game set in outer space is 
slated to include network and modem play. 

Among other things cooking at /nterplay, projects on the horizon of 
notable special interest are Dungeon Master II and Cyberia. DM II 
is classic in design, maintaining much of the look and feel of the origi- 
nal game, and Cyberia, well... what we saw at the show looked very 
hot. Not clear how much it had to do with what will be in the final 
game, however. There they go again. 

To round out /nterplays extensive playlist we have: Planet Soccer, 
Alone in the Dark 3, Prisoner of Ice, Voyeur, Bridge Deluxe 2. 
Interplay was obviously one of the most ambitious companies to show 
their wares at the summer CES 
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Koei’s Celtic Tales: Balor of the Evil Eye 


Celtic Tales: Balor of the Evil Eye is Koei’s venture into the mystical 
land and lore of medieval Ireland. Utilizing an isomorphic mapboard 
reminiscent of Ultimate Domain and Populous, this Adventure/CRPG 
title will let you choose from any of eight characters, as players attempt 
to align their tribes and take on the High Ruler of Ireland. 


The designers of the engine for Underworld have a sophisticated aer- 
obatics trainer simulation, Flight Unlimited in store for us. The design 
concentrates purely on the joys and the “feel” of flying, with 25 lessons 
and six individual aircraft built into the system. A real-world physics 
model, rather than the typical vector-oriented model, is presented to give 
players a truly realistic experience with flying. We saw Bob Dinnerman 
over at these guys’ booth, taking time out from his busy schedule to 
examine the design in depth. Major research went into this one. 


Perhaps one of the most appealing exhibitions was given at the 
LucasArts booth. Dark Forces is another of those DOOM-like first- 
person shooters, taking place here against a Star Wars backdrop (see our 
LucasArts company profile elsewhere this issue). Briefly, the very same 
secret agent who supplied the Rebels with the secret plans to the 
Deathstar has stumbled on a plot to develop a Super Stormtrooper. 





Dark Forces by LucasArts 
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Also unveiled was Full Throttle, a fluid cartoon-like 
graphic adventure in which a fugitive biker gang leader 
must save an honorable motorcycle company from the 
clutches of an evil new owner (wonder where they got the 
plot to this??). 

The Dig was also uncovered at CES. Another highly 
anticipated graphic adventure, the storyline here involves 
having to deflect an asteroid which is threatening to collide 
with Earth. All sorts of macabre phenomena result, but 
hey, we won’t spoil the plot for ya. 


MAXIS 


Eden (working title) is currently on-hold for further re-design; 
it’s a project the company is obviously taking very seriously. Sim 
Tower was at the show, however, and very near completion (it’s 
slated for an August release on the Mac). Sort of a vertical Sim 
City, Sim Tower is being designed by a good friend of Will 
Wright’s in Japan and involves a complex high-rise economy. The 
player spends time managing development and maintenance of a 
sophisticated economic and resource model, with the ability to build 
a high-rise 99 stories in height. 

There are plans to link up Sim Tower with SC2K, thus allowing 
the player to import and export high rises from a city to do a little 
local renewal. We’re hoping for Sim Arcology as a follow-on. 
There will be a SC2K Scenarios vol. II disk, designed to give the 
system a more cosmopolitan flavor. 

Finally, SC2K Urban Renewal Kit will be a graphics utility pro- 
viding the player the chance to change the look and feel of an SC2K 
city. 

Sim Town is a game designed for kids of all ages (but focused on 
what kids ages 6-14 can readily understand). It personalizes the 
structure of the Sim City style of game by giving the player a chance 
to follow the daily life of any of the individual sim-townies, and fea- 
tures plenty of amusing animation features. The houses built are 
almost full-screen in size, and can be popped open with the click of a 
mouse button. 

Finally, Maxis affiliate Maris is releasing War Planes: Modern 
Fighting Aircraft, one of the few CD-ROM reference products to grab 
our attention at the show. Likely to be the reference source to have for 
any air combat sim enthusiast. Five more voluminous volumes are 
planned to follow. Affiliate Luminaria will be releasing a new mytholo- 
gy game to follow up on Wrath of the Gods. 


MEDIAVISION 


Mediavision announced two new graphic adventures for 1994. 
Daedalus Encounter is an interactive science fiction romp, starring love- 
interest Tia Carrere of Wayne’s World fame. Quantum Gate II makes 
use yet again of the company’s proprietary VirtualCinema engine, 
which charts its course through three confounding levels of reality. 





MEGATECH 


Focusing more on the quality than on the shock value of Japanese 
Anime art, Knights of Xentar ramps up the graphics detail to SVGA 
levels and gives players some of the most original and striking artwork 
out there for computer gaming. The game itself looks reasonably good, 
too; much more attention has been paid to translating Japanese humor 
into terms comprehensible to an American audience. The game carries 
an NR-13 rating, and has been toned down for US release. 


MERIT 


After a spate of poorly-received releases, Merit looks like they may 
have gotten their act together for their fall line-up. The Psychotron 
seemed an uneven design at first glance (the acting is hammy) but could 
prove an interesting multimedia adventure; The Fortress of Radiaki is 
a neat send-up of the current obsession with first-person 3D shooters; 
Starship: the Rogarian Agenda has a script written by G.P. Austin of 
Strike Commander and Privateer fame. Harvester, is the company’s 
contender in the major CD-ROM Storytelling Spectacle genre; G-Nome 
is another first-person shooter; Fighter Wing is a networkable flight 
sim; and finally, Merit has had the luck of signing up to distribute D.C. 
True’s CyberJudas, a massive graphics revamping of the original work 
done in Shadow President as well as a revision of the essential simula- 
tion engine for more dramatic purposes. In CyberJudas the player is 
now in tricky contention with the president’s assistants, all of whom are 
vying for power within the administration. Give them too much power 
and they’ ll threaten betrayal; give them too little and they’II threaten to 
undermine the president’s international reputation. 


MICROLEAGUE 


Blood Bowl is another one of those steady year-in, year-out 
boardgames revitalized by the trusty computer platform. Here weird, 
futuristic races wage war on the grid iron instead of the trusty battlefield 
of old. Peanuts, popcorn and popguns are undoubtedly sold by the rov- 
ing vendors. 

Sabre Team utilizes a third-person isomorphic mapboard to recreate 
the rescue of four hostages held in London’s American Embassy. If 
Britain’s elite Sabre Team succeeds in their exacting task, they then 
advance on to four additional rescue scenarios. Soccer Kid is a cute and 
colorful arcade game reminiscent of Super Mario Brothers or Sonic 
the Hedgehog. Fast-paced action combined with some clever smooth- 
scrolling graphics make it likely that Soccer Kid will be well-received. 


MISSION STUDIOS 


The long-awaited Battlecruiser 3000 A.D. was once again on-hand 
for its perennial display. This game has already won the the Strategy 
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Jetfighter Ill from Mission Studios 


Plus award for being shown at the most Consumer Electronic Shows. 
Glimpses of Jetfighter III were also seen skittering across the night 
sky. Bob Dinnerman’s Jetfighter world has been significantly expanded 

to include hotspots from around the world, offering pilots the chance to 
jump into the cockpit of any one of four jets. The simulation’s marvelous 
next-generation landscape technology will provide excitement and real- 
ism during low-level flight to rival anything that has appeared so far. 

Mission Studios has also been negotiating with BSP to provide several 
scenery add-on products for Microsoft Flight Simulator 5.0; it’s hinted 
that the areas to be represented will be unusual. The company also has a 
chess instruction system, Bobby Fischer Teaches Chess, which is more 
of an educational product than a game per se but should be attractive to 
anyone who'd like assistance learning to play one of the most continual- 
ly successful game products to have hit the shelves so far (i.e. chess). 


NEW WORLD 
COMPUTING 


The company’s most obviously hyped upcoming release is Zephyr, 
yet another contender in the mechs/spaceships/big metal battling things 
genre that was prevalent at CES (forgive me, but despite all the claims 
for “space simulation” or “arcade adventure” this stuff is really just mas- 
sive arcade shoot-’em-up, ain’t it? I digress..). With 30 different mazes 
and landscapes, there should be plenty of variety to shoot em up in. 

In a slightly more strategic vein, Iron Cross will be a real-time tacti- 
cal battle engine featuring 12 scenarios covering World War II in 
Europe. Over 80 combat units will be available, each rated in 14 differ- 
ent categories. Heroes of Might and Magic is another strategy game, 
this time set in the M&M fantasy universe and structured to play along 
the lines of a Warlords II with heroes competing for territory while 
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Armored Fist by Novalogic 
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New World Computing’s Zephyr 


gathering up men, monsters and other resources for battle. 

Most interesting from NWC, however, is Multimedia Celebrity 
Poker, a poker simulation that does a really good job of providing 
atmosphere during gameplay. The engine is simple and intuitive, and is 
set up to make it possible to play in the future against everyone from 
Mel Gibson to The Three Stooges. A truly unique product, one of the 
few at CES that manages to integrate multimedia with good actual 
gameplay. Empire 2 is nearing completion; watch for coverage in 
upcoming issues of Strategy Plus 


NOVALOGIC 


The long awaited tank simulation, Armored Fist, was again the focal 
point of attention at the Novalogic booth. Featuring the Voxel Space™ 
3D terrain first modeled in Comanche, this project has been hampered 
by seemingly endless delays. 

Information was also revealed on the company’s upcoming Hardwired. 
Based upon Walter Jon Williams’ novel, this cyberpunk flight simula- 
tion will include an array of futuristic vehicles as the player battles 
against regional police forces, pirates and security agents. 


OCEAN 


More, more, more; more flight sims that is. That seems to be Ocean's 
plans as they revealed details surrounding TFX’s sequel, Inferno: The 
Odyssey Continues. Inferno is an intriguing sci-fi space combat simu- 
lation, taking players through 700 increasingly complex missions on a 
trek arround ten planets and three moons. A heart-pounding soundtrack 
laid down by British techno-rock artists, Alien Sex Sensation, accompa- 
nies some sensational graphics. 


M3 Stuart 
Mis HP 
N19 Locust 
m24 Chaffee 
| t Grant I 
M14A1 Sherman 
m4Aas Sherman 
Mt? Priest 
N14 Wolvrine 
M12 Long Tom 
N1G Hellcat 
N26 Pershin® 
LUT4 
14 Mortar HT 
| MG Greyhound 


BREE GE BB Sly 


Ue 2S ane ae 


ee | 1mae AMP 


Iron Cross by New World Computing 





Ms. Stuart 


CaS 
Top 


231Ze 
Turr 


i 


i 


Danaye= 


NG Damage * f 


Prout 
sr) File 
Kear 


hirmnor 
firnor = 
Hircnom t= 





Discworld from Psygnosis 


NASCAR Racing from Papyrus 


Although little was discussed regarding work on Iron Angel, insiders 
did indicate that this action-packed flight simulation will make available 
an aircraft that can not only fly across Earth and its moon but into outer 
space as well. 

Rounding out Ocean’s stable is Central Intelligence, a vast 
strategy/role playing game in which players must interact with nearly 


1400 different characters in an attempt to depose the fascist dictator of 
the island nation of San Madrigal. Shades of Haiti? 


Following on the wheels of success, NASCAR Racing should not only 
be a marketer’s dream product (the NASCAR license is quite valuable, 
given the widespread fan investment in NASCAR out there) but will 
prove to be a solid simulation as well. It builds upon the strengths and 
flexibility of the IndyCar Racing simulation engine, not only tweaking 
the variables but introducing new physics elements to simulate these 
heavier race-car performers. The simulation shell will be familiar and 


thus easy to use for IndyCar fans. 


This distribution umbrella’s signed up some good development teams 
to produce some real games. Best of the lot looks to be Tachyon’s Deep 
Space Nine: the Hunt, an adventure game with crisp graphics and a 
plot which derives from without being craven to the television series. 
The player will be able to use knowledge about how, say, a Ferengi 
would respond to a certain situation to play as one of the four possible 











races available in the game. Also up, developed from the Jump Raven 
engine is Cyberflix’ Viper, based on another Paramount television 
series. The game is touted as being less violent than its precursor, with 
more of a racing feel to it. Take 2’s Assault on Everest, an adventure 


using digitized film and computer-generated terrain is slated for spring 
95. 


The veterans from Liverpool will be releasing a game based on the 
work of fantasy humorist Terry Pratchett, Discworld, a real send-up of 
the fantasy CRPG genre. Novastorm features the company’s well- 
known high-intensity arcade action in a very hot high-tech graphics 
environment. Ecstatica uses new technology for animations, which the 
company calls “ellipsoid” and which is supposed to be superior for 3D 
animation over vector-oriented polygonal approaches to create a world 
based on the nightmare fantasies of a young girl lying in a deep coma in 
the village of, you guessed it, Eestatica. Sounds like the plot for a late- 
night cable movie to us! And Lemmings 3 is, of course, in the works 
with larger Lemmings (one of whom goes by the name of Laemming 
Wheeler and is reputed to be working with BSP), more puzzles and 120 
new adventures. Theatre of Death was released during the show, and 
offers 50 different missions spread over four different battlefields in an 
environment developed from the company’s earlier integrated combat 
simulations. 


Quantum Quality Productions (QQP) unveiled Bridge Olympiad 
which may prove to be the most versatile bridge game available yet. 


TALIA TE 
|e 


» 


Deep Space Nine from Paramount Interactive | 


Strategy Plus 





GET READY TO 
eT: 









METALTECH 


Lig 











We had it coming. We cre ct 
breakthrough Al to perforn 
tasks with lightning: 









it’s EarthSiege. Your 
Is a target-rich envi- 
liver some heavily 
But beware-the 
yent and relentless 




















a 
D Val=leal>.4 


The mission generatol 
PART OF THE SIERRA FAMILY 


a restart isn’t just a 






trademarks of, or licensed to Dynamix, Inc. all rights reserved. 


fe co DIAHDIND _ Saeemeneesiagall 
j & 
SS 
i: 3 is ara ; : e is, ‘5 fp es 


Bridge Olympiad igelit mm Le) od 


ff 6. . 
+44 Ce 
MEMBER 
name DUFFY_ 





Lots of the usual, dare I say, promising QOP chrome will be incorporat- 
ed in the final release. 

The Perfect Wargame: Death from Above is somewhat of a depar- 
ture for QQP since it will not include modem play. The hex-based 
wargame covers most of the airborne operations of World War II from 
both the Axis’ and Allies’ vantage points. 

Strangely, little was on hand regarding OOP ’s super-secret Battles in 
Time strategy/wargame, or on the long-awaited Perfect General 2. 


Yes, inevitably someone had to use this as a name for a game compa- 
ny, right? Sega and Germany’s Bertelsmann Music Group thought it a 
good idea and decided to drop $12 million in this tiny Palo Alto star- 
tup’s lap. Brian Moriarty, of Loom and /nfocom fame will be handling 
the game design for Loadstar, the Legend of Tully Bodine, a CD- 
ROM multimedia adventure starring a seamy-looking Ned Beatty and 
Barry Primus (who makes Ned look like David Suchet’s Hercule Poirot 
by comparison) and screenplay by Ron Cobb (who worked on Alien, 
Total Recall and The Abyss for Hollywood). A “2 1/5D” (the things 
marketing people are willing to say!) engine will debut in Cadillacs and 
Dinosaurs, an idea that obviously came to someone reading Marc 
Schultz’s graphic novels (aka comic books). Ten levels of action will 
make up what looks in many ways like a standard arcade game with 
super-duper CD-ROM graphics treatment. 


This company, which makes the best electronic musical instruments 
in the world, has recently released the Super Sound Canvas SC-88, a 
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Goblins IV from Sierra 


module which is not only a superset of the samples available in the SC- 
55mkII, adding 291 samples from Rolana’s JV-Series and SR-JV80 
Series expansion boards, but includes enhanced digital reverb, chorus 
and echo control as well. 46 separate pianos (including classic SA and 
FM Rhodes) are simulated, as well as new nylon, steel, 12-string and 
pedal steel guitars. Breathy Tenor is a particularly impressive instru- 
ment. 64-voice polyphony capable, the SC-88 also provides a host of 
much improved drum and percussion samples, including a new Ethnic 
Percussion Kit which provides some truly fresh sounds. Roland has 
made extensive use of its sample archives to pack this unit to the gills. 

For simpler purposes, the SC-55DB is a card that will hook into an 
FM sound card (such as Sound Blaster) to provide solid, Roland-quality 
General MIDI compatibility. Obviously designed to compete with other 
such daughtercards, the SC-55DB draws upon Roland’s own exclusive 
professional sample library, and is thus likely to be substantially better 
than the wavesamples provided by other companies’ hardware. 


Note: Dynamix now no longer exists as a separate company name; 
it’s been completely absorbed into Sierra. 

First out of the chute for Sierra will be Front Page Sports: Baseball, 
probably the best stats/arcade baseball simulation ever. August will see 
Alien Legacy, The Incredible Machine - Editor, Battle Bugs (an 
arcade game) and September we’ll get Front Page Sports: Football 
Pro 95, Phantasmagoria, Capitol Punishment (another arcade game 
but with fabulous animations), Metaltech: Earth Siege and Aces of the 
Deep. Month after that itll be The Incredible Machine 2, Lode 
Runner, the Outpost Planet Pack (Outpost expansion disk) and finally 
in November / December the company will release King’s Quest VII, 
Goblins IV, Inca III and Battledrome. The company’s done a great 
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job with upgrading Leisure Suit Larry 6 for CD, with 
SVGA graphics and an excellent job done with all the 
voices; well worth picking up even if you’ve played the 
original. Looks like Sierra’s got plenty to keep fans’ 
pockets emptied over the rest of the year! 


Even though it’s been held up awhile, Jagged Alliance 
still looks like a system which could remain highly com- 
petitive on the tactical front. To keep up with the current 
sound and graphics wave, the game has been supplemented by massive 
work digitizing voice response to player input, so that the game can be 
played almost entirely using voice instead of text to offer player feed- 
back. Over 4,000 lines of spoken dialogue as well as 2,000 frames of 
animation are likely to make the combination real-time/phased combat 
system in the game an intense experience. 

Star Trail is another game that’s benefited visually and aurally from 
being developed in the current glitz craze. 3D scrolling animations and 
massive improvements on both the graphics and sound fronts now com- 
plement a game engine which the designers have redesigned in detail, 
responding to virtually every criticism levied against Realms of 
Arkania. 

Further down the line will be an interesting Wizardry spin-off pro- 
ject, developed by Cleve Blakemor. Stay tuned for further details. 





Lots of space combat simulators will soon be bombarding the stores 
and Phoenix Fighter, Software Sorcery’s introduction is no exception. 
The first in a series of three space adventures, Phoenix Fighter tests the 
player’s skills of exploring upwards of 1000 interstellar hulks and dead 
space stations to salvage the necessary parts to build the ultimate inter- 
galactic fighter craft. 

Other titles not on view but imminent from the company are Fantasy 
Fiefdom, a detailed CRPG set within the context of medieval England; 
Buccaneers, a swashbuckling graphic adventure on the high seas; and 
Treasure Hunters, Inc., an action/adventure game depicting the search 
for over 400 of the world’s most sensational treasures. 


In addition to Colonization and Master of Magic (see previews else- 
where this issue), MicroProse has coming up Ultimate Football, an 
update of Coaches Club Football; Across the Rhine which, contrary to 
reports elsewhere will be released initially without SS units in spite of, 


not because of the on-line brouhaha on this matter (a follow-on disk for 
the American market will include such units); M1 Tank Platoon 2 
(working title), 1943: War Over Europe and World Circuit 2. 

Sister company Spectrum Holobyte is busy riding two bucking bron- 
cos with their Star Trek: the Next Generation project, a design as 
ambitious in scope as Falcon 3.0 was; and Falcon 4.0, the next genera- 
tion of the company’s main air/ground combat simulation technology. 
Conversation at the show revealed that the front end for F4.0 will be 
transformed to provide a much more realistic simulated command hier- 
archy environment; the mission planner will be redesigned to function 
appropriately for the player’s rank in the command hierarchy; the red 
flag mission system will be replaced by a training system designed to 
emulate real top-gun experience more closely; and finally, and most 
importantly of all, the flight and combat and ground-to-air modeling will 
be completely revamped to provide the kind of realism appropriate for a 
design meant to head up the entire industry’s efforts at realistic air com- 
bat simulation. In other words, F4.0 is a fresh new design, planned with 
major advances in sophistication on all fronts. 

Prior to the release of F4.0 will be Top Gun, a comparatively simple- 
to-get-into air combat simulator meant to prepare newcomers to the 
medium for the more complex processes to be encountered in F4.0. The 
emphasis here will be almost entirely on the basics of flight simulation 
and air combat. 

SpecHolo is also engaging in a major branding of their Tetris and 
Tetris-like games; and Alexei Pajitnov is lending his brand to a new 
game developed for the company in Japan, called Breakthru. 
Breakthru is another falling blocks game, but designed for the current 
PC graphics and sound environment, with a much greater emphasis on 
color as the basis for structuring play than on shape, the focus of earlier 
products in the line. It is hoped by the company that Breakthru will 
prove as compelling a design as the original Tetris. 


Along with a licensing agreement with the NCAA which will provide 
options to produce cartridge games and CD-ROM multimedia reference 
works, The Software Toolworks is rolling out a CD-ROM version of 
Chessmaster 4000 Turbo, with amazing new natural language analysis 
extensions (analysis can be spoken as well as printed to screen), a multi- 
media history of chess, a new interactive tutorial, new game auto-anno- 
tation with post-game analysis and commentary, and a weird puzzle 
game which tests the player’s ability to answer such questions as, “how 
few pieces can be placed on a chess board to cover every space?” Again, 
this last bit begs the question, why? 

Even more impressively, the company’s upcoming Dragonlore looks 
to be a Myst-like (in environment) CRPG with some really beautiful 
character animations and an intuitive and effective interface. Finally 
Legions, an interesting-looking historical strategy game will provide the 
option for up to 20 players to play over a network, and will feature an 
economics and resource management system that represents historical 





Ulitmate Football by MicroProse Phoenix Fighter from Software Sorcery : 
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Renegade from SSI 


economies realistically. 
Finally, Metal Marines for Windows which of Robosport-like tacti- 
cal phase combat, is on the way. 


Getting the early award for having the most consistently strong line of 
upcoming products at CES, SS/ seems to be expanding carefully but deci- 
sively in the areas it’s always been most conservative at addressing, i.e. 
graphics and sound. Two of the most interesting efforts from the compa- 
ny along these lines is Cyclones, a first person scrolling shooter devel- 
oped around an engine from Raven Software (designers of the engine for 
Origin’s Shadowcaster) with five canned and three random missions as 
well as a built-in tutorial; and Renegade, an X-Wing-style space combat 
game with the unique ability to play any music CD to accompany game- 


Fou Available to t 


“VIRTUAL UTOPIA!” 
Marc Dultz, STRATEGY PLUS 


ine of your Formula 1 
f Sword against Sword, 
Jet Engines at full 
derSeat lets you take 
alism! Compatible 
nd CD-ROM’S 





MvREAAK STORPIHART BORE! 


CLERIIY MAGE 
LEVELES 
LAWFUL HEUT RAL 
HALF-ELP FEMALE 


Te et | 


ary | 


play from the CD-ROM drive (if the game needs to access the CD-ROM 
it’ll pause and request the Renegade game disk). So players will be able 
to blow up the enemy to Mozart or Philip Glass, if so desired. What a 
great solution to the repetitive soundtrack problem! 

Along slightly more traditional fronts, Panzer General is getting near 
and is being worked on by virtually every strategy-oriented game 
designer in the company, to make this SVGA wargame a serious exer- 
cise in command decision. The player works through a campaign from 
the German side during WWII by role-playing a General in charge of a 
Panzer division. If the player does well, prestige points add up, expand- 
ing the General’s options and the reach of his command decisions. 
Individual scenarios in the 35-scenario campaign can be played from the 
Polish side as well. A number of other innovations should make this a 
real break-through wargame for the company. 

Finally, in the role-playing arena, existing engines from Ravenloft 
and Dark Sun are being refined and redesigned to present 


“It made me feel like | was 
IN THE COCKPIT.” 
Alfred Poor, COMPUTER SHOPPER 


“1 could actually FEEL the 
punch of the afterburner!” 
Ed Dille, ELECTRONIC GAMES 


“A QUANTUM LEAP in realism!” 
P.C. GAMES 
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A 100 watt subwoofer built into the base generates low 
frequency sound that resonates through the wave chamber 
hidden inside the chair. Thus you not only hear but FEEL your 
simulation. Paired with your amplifier, the ThunderSeat 
makes your favorite flight sim as realistic as it can be without 
a motion simulator! 


OPTIONAL SIDE CONSOLES 
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and office work. 


For a FREE CATALOGUE CALL 
1 ¢ 800 ¢ 8-THUNDER 


ThunderSeat Technologies 
6330 Arizona Circle ¢ Los Angeles, CA 90045 
310 © 410-0022 FAX: 310 © 410-1569 





Reader Service No. 106 


Menzoberranzan and Dark Sun: Wake of the Ravager. 
Both games have come to grips with almost all the criti- 
cisms levied at the original engines, and feature carefully 
designed role-playing gameworlds based on the TSR 
AD&D 2nd Edition role-playing system. 

Breaking out of the AD&D mold entirely, Alien Logic, a 
game set in the Skyrealms of Jorune role-playing world, 
features SVGA graphics and an emphasis on non-combat 
exploration and character interaction in an extensive, 
object-oriented (i.e. manipulable) physical environment. 
The story (like many others at the show) is organized 
around future discoveries of ancient alien technologies in 
an alien environment, and features both real-time and 
phased elements in the design. Could be one of the most exciting prod- 
ucts yet released from SSYV. 





The “F-16 in your office” folks from Oregon were demonstrating their 
new FLCS at the show. This replacement for the FCS and FCS Pro 
offers the reprogrammability of the company’s WCS II, and adds not 
only a button and stick configuration more closely approximating that of 
the joystick in the real F-16 but a two-stage trigger feature as well (use- 
ful for, say, simulating the ability to lock/pickle a target and then release 
weapons the way the real pilots do). 


Although tucked away in a somewhat forgotten corner, we couldn’t 
quite forget one particular project Trimark Interactive was hard at work 
on. The Hive, as 7rimark has dubbed it, is yet another space combat 
simulator, represented on the floor by a great graphics animation, ren- 
dered in 3D Studio. 7rimark promised that the gameplay would dupli- 
cate the intro’s quality; if the game turns out only half as good as the 
intro, we’ll be ecstatic. 

Also on-hand was Visual Flight Controller, a ground based flight 
simulator where players must control the landings and takeoffs of up to 
30 different aircraft. Blind Date is, as Trimark puts it, “a CD- 
ROMantic adventure” similar to Tsunami’s Man Enough. Love-struck 
candidates must navigate the perils and pitfalls of blind dating, follow- 
ing a question and answer type format. Tornado: Operation Desert 
Storm, now being distributed by this company, picks up where 
Tornado left off by including a mission disk representing the Coalition 
Forces’ recapture of Kuwait. 


The most interesting recent news from Tsunami is that TWI will be 


distributing its Flash Traffic: City of Angels, a techno-spy thriller that 
evolves the conversation simulation engine first tested out in the compa- 
ny’s Man Enough CD-ROM product into a full-blown adventure game 
interface, linked up with a game organized around full-motion video 
filming sustained throughout the actual game. The game may provide 
the option to make use of Sigma Design’s MPEG hardware to provide 
professional-level frame rates for the video, and looked seriously cool 
on the floor. Tsunami, like Merit, seems to be learning fast and furious- 
ly in response to mistakes made over the past couple of years in game 


design. 


Vying for the longest title in computer gaming history, Viacom has 
planned a unique youngster-oriented horror fun-house exploration envi- 
ronment called Are You Afraid of the Dark?: the Tale of Orpheo’s 
Curse. Based on the Nickolodeon cable TV series, the design is meant 
to serve as a means for kids (for real and at heart) to develop their own 
storytelling skills (something everyone these days seems to need devel- 
oping). High quality graphics and animations and state-of-the-art tech- 
niques combine with an above-average (by adventure game standards) 
level of interactivity in each of the rooms to make what looks to be an 
interesting and thoughtful product. 


Like Sierra, Virgin is distributing a host of products this fall. 
Standouts include Westwood Studios’ Kyrandia Book Three: 
Malcolm’s Revenge (remember the ending of Hand of Fate?), which 
maintains the quality of the previous game and improves dramatically in 
the graphics arena; Virgin’s own Creature Shock, a first-person shoot- 
*em-up throwing its hat into the DOOM arena with additional adventure 
elements; and Westwood’s Command and Conquer, the next genera- 
tion of their Dune II gaming engine combined with vivid graphics and 
sound. 

Accompanying these titles will be Ectosphere, an interesting first- 
person product that is being developed from the gloriously gutsy work 
of Clive Barker (no word yet on Endosphere, the company’s planned 
Jackie Gleason simulator); Helicopter Aquatic Warfare Command, a 
helicopter simulation set in the South China Seas and featuring a Pacific 
Rim Business vs. Modern-Day Pirates scenario; Cannon Fodder (see 
preview elsewhere this issue), a cute but already addictive Populous- 
like arcade game with a host of humorous twists; and, finally, Mech 
Commander, European developer Graffiti’s contender in the Battle of 
the Software Mechs due our way any day now. Alien Alliance (report- 
ed about in our August issue news) is still under wraps; we’ll let you 
know when we’ve ferreted something more out about this space com- 
bat/strategy design. 

Well, that about rolls it all into a furry little ball for ya! Multimedia 
stirm und drang is all the rage — let’s hope there’s a little gameplay on 
the horizon as well! Q) 
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Are You Afraid of the Dark from Viacom 
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is The Gorene Empire is at war with the Alien Alliance. The ally you choose and 
_ the batthe strategy you devise will determine who controls the Ascalon Rift. 


7 Choose your ally from either of opposing sides. Fly eleven different ships 
loaded with weaponry. Depart for over 100 varying missions. Then switch 
sides for unparalleled replayability. 


%* Plot strategies. orchestrate battles. fly stealth missions. and conquer 
territories. with full combat. inside nebulas and asteroid fields. 


ships. on-the-fly translucency. Gouraud and Phong shading. 


oe -* Riveting hyper-realistic 3-D graphics. with fully texture-mapped 
a and. cinematic multimedia videos. 


7* Driving music. searing sound effects and. on the 
CD-ROM version. fully digitized speech delivered by 
professional actors. 3 : 
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Europe to the Right of Me, Locals to the Left 
and here I am, Stuck in the Middle with Sid 
Steve Wartofsky previews MPS’ new strategy game 





hat a glorious place for a computer gamer to be, eh? Yes, 
W Sid Meier’s Civil War game is under development; and 


yes, it'll be a lot more fun than the Turner Interactive title 





on the same subject (Gettysburg). But that’s all down the road. 

Meanwhile, Brian Reynolds, from MPS” former AGA (Animated 
Graphic Adventure) group (Dragonsphere was the company’s last 
effort along these lines) has been bugging Jeff Briggs and Sid to do 
more along the lines of Civilization. After all, it’s probably the most 
successful computer game ever designed, and it’s got to have left an 
audience out there craving more, eh? 

With CPU Bach out of the way and an apparent calming of Sid’s 
fears that doing a Civ follow-on might exacerbate the company’s 
appearance of being caught up in excessive sequel-itis, work got 
underway for Colonization, a new game that makes use of much of 
the original design’s interface, graphics approach and general system 
but builds upon it by creating a more intensively detailed trade and 
economics model. 


Hey! We were here first! 

As anyone who’s been privy to the increasingly accurate and 
detailed history of the Americas that’s been developed over the past 
twenty years knows, the “New World” wasn’t new at all to the inhabi- 
tants who’d been living there for (by current conservative estimates) 
over fourteen thousand years already. Alvin M. Josephy, Jr.’s excel- 
lent essay collection, America in 1492, for instance, documents the 
rich, extensive and various culture that had developed over that time 
prior to European invasion. Literally millions of people populated the 
North and South American continents prior to first contact with 
Europe, — and literally millions were exterminated within a decade 
after that contact. This is documented fact, not “political correctness” 
as some fluffy news-marketing types might suggest. 

Colonization is a game set in the period 1500-1800, focusing upon 
the European exploits in North and South America right after first con- 
tact. Since the game’s primary interest remains, ethnocentrically 
enough, on the European experience, the Indian communities of the 
Americas have been abstracted into eight primary groups, meant to rep- 


resent the main confederations recognized by the Europeans of the time. 


While efforts have gone into giving the player the chance to befriend, 
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ally or alienate the locals (and more recent design efforts have gone into 
breaking up these large, abstract blocks into smaller, more immediate 
communities — player actions upon nearby Indian communities current- 
ly don’t automatically rebound back upon the entirety of one of the eight 
“confederations” the way they did in an earlier version of the game), 
they exist — as they always have in official American history — pri- 
marily as backdrop for the main actors in the game, the colonists. 


If You Leave Home, don’t you Dare Come Back! 
Meanwhile, on the other side, all of Europe has been similarly 
abstracted for the sake of gameplay as well. While the player can 
choose to play one of the four main competing colonialist interests in 
the Americas — Spanish, English, Dutch and French (hey! where are ~ 
the Portuguese?! In Portugal, of course...) — the royal interests back 
home in each case remain similar “block” forces that have to be dealt 
with in ways not unlike those necessary to come to terms with the 
Indians. Europe itself functions in Colonization primarily to serve as 
both a gall and irritant for the avid colonialist; European military 
forces from competing colonialist expeditions are busily on the prowl 
and likely to make life difficult for any upstart opponents they run 
into, and even the player’s own former mother country does what it 
can to make life difficult for the colonialist, by levying taxes and the 
like to insure colonial dependency upon European Imperial Power. 


Between a Plymouth Rock 
and an Earth-Diver Place 

So there you are, ready to tick off your new neighbors because you 
need to expand to survive, classic Greco-Roman/European style, need 
to buy up and eat up and fence off new territory all in order to keep 
yourself afloat against both other European colonists and against the 
pressures being exerted by the mother country. Sounds like a kind of 
no-win situation from an ethical or etiquette standpoint, eh? 

That’s the whole point of the game. One of the most fascinating 
basic structures of Colonization is that the player is put in a position 
that is uncomfortable but interesting (stuck in the middle), both from a 
gaming and historical point of view. 

The Indian populations of the Americas are, overall, generally not 
expansionist in orientation (though cf. the Aztecs), but tied more 
immediately in local communities to the cycles of their culture’s time, 
place, seasons, crops, religion. Static is good, from this perspective; 
expansionism is a logic that is inevitably doomed to produce destruc- 
tion, ever-increasing conflict, and extensive misery. 

The European home countries are by contrast viciously expansionist 
in orientation, and are competing desperately for resources that at the 
time were running out in the Old World, a crisis producing the poten- 
tial for economic, military and social catastrophe (even with American 
colonialism disaster occurred in Europe anyways). 

And there you are, the lonely colonist, seeking to escape the tur- 
moils and wars and dogmatisms of the Old World and finding them all 
rushing after you into the Americas. Try to live a non-expansionist 
existence like your new neighbors and, like them, you’re likely to 
become fodder for other expansionists. Take an expansionist approach 
to things and, sorry, your neighbors are probably going to have to suf- 
fer the consequences, one way or another, as allies in war at best, as 
opponents at worst. 


Civ Equivalents and Departures 
How will the Civilization engine work in this situation? As the 
player, you’ll find much of the design familiar in terms of what you 
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have to do to succeed, especially in the interface; the layout of the 
game screens and options looks and plays almost exactly like the origi- 
nal. 

The noticeable changes are that first, the wonderful “discoveries” 
element of Civ has been personalized, quite literally. Your extra spe- 
cial powers will appear in the game as various notable historical fig- 
ures who, depending on their particular professions, will give you an 
edge in economics, diplomacy, military activity or resource develop- 
ment. 

Secondly, that personal touch carries over into some of the most sig- 
nificant new additions to the design — the focus upon Professions and 
the need to attract new settlers to the colonialist’s community (the 
player begins with a caravel — no, not the candy bar — and a few 
scurvy souls and has to work his or her way to a final War of 
Independence to “win” the game). 

People are the main resource in the game, and cultivating individu- 
als and communities rather than producing machinery and objects of 
various sorts is the focus of play. There will be 20 (perhaps more) dif- 
ferent professions in Colonization, and each of them will prove criti- 
cal at one point or another over the course of the colony’s history. 
Finding ways to attract settlers from the Old World who are competent 
to begin with is critical, and then providing the settlers appropriate 
resources to develop and ply their various trades becomes a central 
process in gameplay. 


infrastructure and Trade 

Once the professions modeling in Colonization is dealt with effec- 
tively, the next level of the game starts to make itself manifest, — 
namely, the need to create a self-sustaining colonial infrastructure. 
Individual expertise and ability must be collected and translated into 
communal stability and, ultimately, communal surplus, for the sake 
both of expanding the colony and providing resources for trade with 
both Europe and America. Careful managing of communal surplus 
becomes critical at this point in play, as issues of taxation begin to 
arise as well once a colony is perceived as taking off (this will not be 
random, as it is in SSG’s very successful Gold of the Americas, the 
best title in computer gaming to show so far on this subject; but rather, 
annoyingly regular). Trade becomes a potential form of diplomacy 
with the Indians as well, as it was historically. 


Gimme that Old-Time Religion 

And finally, yes, there’s a religion model in the game (there would 
have to be; Sid was caught arguing with God over whether He would 
be able to get beta copy soon on the game during June CES, so obvi- 
ously this had to be included in the design...). Fortunately or unfortu- 
nately, Christians, like Indians and Europeans, are represented as a 
relatively abstract block force in the game, so Quakers hoping to have 
it out with their historical Puritan tormentors, for instance, will proba- 
bly have to wait for the mission(ary) disk (there will be a “coloni- 
pedia” for the CD-ROM version of the game down the line, which 
will hopefully provide some of this kind of historically fascinating 
material, as well as more info on the America of the time). However, 
t’s possible to do things like Christianize Indians (one of the histori- 
cally most devastating ideological crusades in human history, by the 
way) and use religion in other ways as a force in the colony’s devel- 
opment. No game about this time and place would be complete with- 
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out some representation of religion as part of the history. 
Unfortunately, nothing has been seen in what we’ve gotten so far on 
the various (and we think, in some cases, more interesting) Indian 
religions of the period as well. Again, it'll probably have to wait for 
the mission disk... 


it’s Replayable! 

And for those of you who are worried that Colonization might stick 
too closely to some sort of history one way or another, we’ll close by 
reassuring you that one of the neat-o features of the game is a random 
world generator, which guarantees that if the historical game starts 
raising your hackles (from either an Indian or European point of view), 
you can just forget history and abstract the game further by starting off 
on a random “New World.” That should do it for ya.) 
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LORDS OF MIDNIGHT 


Geoff Keighley offers a quick look at the latest work in 
progress from veteran game designer hi Mike inne 





“His function is to make his imagination theirs, and he fulfills himself 
only as he sees his imagination become the light in the minds of others. 
His role, in short, is to help people to live their lives.” 

Wallace Stevens, 1951 


n the opinion of many gamers, what defines a superior game is an 

absorbing and relevant story. In recent years, many designers have 

neglected this aspect of gaming, and instead, have concentrated on 
technical elements. Perhaps the greatest example of this is Ultima 8: 
Pagan, which frustrated players with its arcade elements and lack of a 
solid plot. On the other hand, last year we experienced Betrayal at 
Krondor, with an excellent story and plot, and admittedly, not the latest 
and greatest in technical achievements. Designers often reply to critiques 
of their work by alleging the fact that their game excels in one area, and 
perhaps lags behind in another. It’s ironic then that a game from Britain 
(a place most American gamers think of as behind the times in game 
design), designed by Mike Singleton, appears to knit both a superb plot 
and a cutting edge 3D engine together, for what looks to be an excellent 
title. (This game is a work in progress, and thus, is still under construc- 
tion.) 

Singleton’s Lords of Midnight (Lords) will most likely be a new 
name to most of our readers in North America, but not those in Europe. 
Lords, the closing chapter in a trilogy, relies on the story and characters 
from the previous two games in the series, which were best sellers in 
Europe back in 1984. 

As the game commences, Luxor, the ruler of Midnight, and a number 
of other dignitaries have learned of a strange artifact to the south, in the 
land of Coromand. The artifact in question is the Eye of the Moon, a 
powerful gem that would give great power to whoever discovers it. 
Luxor, enticed by this artifact, sets sail in search of it with his three com- 
panions. In his absence, he leaves his son, Prince Morkin, in charge of 
Midnight. Events soon turn sour, and there is a great storm at sea; the 
ship sinks, causing Luxor to become seriously injured. Before long, war- 
riors capture the surviving members of Luxor’s party, and take them to 
the dungeons of the Black Citadel. Its ruler, Boroth the Wolfheart, wants 
great worship from Morkin (whom you play) for “saving” Luxor’s life. 
He suggests that if there is any sign of war, Luxor will be slain immedi- 
ately. Besides rescuing Luxor, you also must help 12 prisoners in order 
to reinforce your army for the imminent attack on Boroth’s forces. Just a 
bit of pressure to undertake, but the story is quite compelling, and is per- 
vasive throughout the design of the game (i.e. this is no abstract 3D 
arcade environment! ). 
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Besides the impressive plotline, the game promises some incredible 
graphics. The entire game, played out in a 3D rendered world, allows for 
up to eight camera angles, including first and third person perspectives. 
The world is huge, taking over 60 minutes in real time to walk across 
without stopping. In addition, the user interface appears to be very user 
friendly, using large clear icons, and concise text. The addition of an on- 
line help feature to aid the player with the game is another feature gladly 
welcomed. 

While playing Lords, a daily chronicle is created so players can keep 
track of events on all sides of Midnight. This feature becomes very 
important, because you can control between six and twenty-four charac- 
ters independently, or grouped into parties; things can get confusing at 
times. All the characters you meet have something to offer, whether it be 
a sword from the town blacksmith, or tactical tips on how to defeat 
Boroth’s warriors. Branching dialogue trees (not those trees!) allow the 
player even more freedom in their actions and questions. 

Combat, which is still very preliminary in my copy, is seen from a 
third person perspective. In the final game, expect some fierce battles 
with beasts and warriors. Another point worth noting about the game is 
the lack of statistics. Instead of bogging down the game with numerous 
characters stats, the game opts for a more generalized method: simply 
give the player a rough impression of how they are performing through 
text messages. 

Lords of Midnight looks like a breakthrough game for Domark. A 
spine tingling plot, combined with the latest in 3D technology, should 
prove an explosive combination in Lords. This game confirms that prior 
experience does pay off; obviously Mike Singleton has spent the ten 
years in between Lords games dreaming up this immense world. | 
expect Lords to please those who are looking for well rounded entertain- 
ment. Keep an eye out for this one; based on what I’ve seen so far, it’s 
likely to be one of the hottest role playing games of 1994!) 
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Hot on the heels of the industry’s 
first “Game of the Year” for a 
computer wargame, the team that 
brought you the award-winning 
V for Victory series has joined forces with The Avalon Hill Game Company for yet 
another blockbuster! Atomic Games and Avalon Hill are proud and excited to sotontthanrnin eb nee 
present OPERATION CRUSADER, the first in the new World at War series covering great Pr Ay lm = a 
campaigns of WWII. Set in the expansive reaches of the Libyan and Egyptian deserts, So ae 
OPERATION CRUSADER sweeps you into the role of German Field Marshal Erwin eg ge 
Rommel or British General Sir Claude Auchinleck as they commit their nations’ finest ee Sees 
infantry and tanks in an all-out struggle for the Mediterranean port city of Tobruk. 
A series of six historical scenarios will show you first hand what open field tactics 
and desert combat are REALLY like. Experience for yourself the cursed Hellfire Pass 
and in the end see if you, too, can earn the title, “The Desert Fox”. 


The Avalon Hill Game Company 








Real-time battle reports from the front. 
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Time Reference Calendar gives weather 





DIVISION OF MONARCH AVALON, INC. eee forecasts and reinforcement alerts. 
4517 Harford Road ¢ Baltimore, MD 21214 Available on: IBM PC compatibles. 
If Operation Crusader cannot be found locally, call TOLL FREE 1-800-999-3222 Required: Processor 280 ox Detter: 


Min. 4 MB memory. HD3.5” Floppy, 

Hard Drive, SVGA-VESA graphic 
card & monitor, support AdLib, 

Systems. 5 MB RAM. HD req’d. 
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CRPG OF THE YEAR? 


Pull up a chair as Geoff Keighley interviews one of Britain’s 


most famous game designers, and the man behind Domark’s 
forthcoming Lords of Midnight .. . Mike Singleton 
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onstruction on the information superhighway is progress- 

ing rapidly, and a number of new designers are taking 

the on-ramp, hoping to design their first game. In con- 
trast, there are designers who have been cruising along the highway 
for years now, gaining experience, and creating some of the most 
enthralling games to date. One of these designers, who has made 
his mark on the industry quietly over the years, is Britain’s Mike 
Singleton. Mike, and his company, Maelstrom Software, have been 
producing quality software for over a decade from their offices in 
Great Britain. Although our North American audience may not be 
familiar with Mike’s previous work, that should change this fall 
with the release of Lords of Midnight: The Citadel (Lords), 
Mike’s epic fantasy role playing game, available from Domark 
Software. Recently, I was able to speak with Mike and discuss his 
lengthy career as a game designer, and also converse with him about 
his forthcoming game. 


Strategy Plus/Geoff Keighley: Hi Mike, thanks for taking a few 
moments away from working on Lords of Midnight to chat with us! 
How are you? 


Mike Singleton/Maelstrom & Domark: \’m jolly good thanks! Glad 
to be here Geoff! 


S+: Perhaps we should start right at the beginning, as I hear you 
have quite the past (and hopefully quite the future)! Tell us how you 
got started in the computer industry? 


Mike: Well, my first experience with computers was way back in 
1968 at University. Back then, we were using punched cards and 
paper tape to perform very linear computer calculations. After leav- 
ing University, I never touched a computer again for some ten years. 


S+: Wow, you should be right up there with Charles Babbage and 
Herman Hollerith! What did you do between 1970 and 1980? 


Mike: Since I didn’t consider myself a “techno junkie,” and com- 
puters were such primitive beasts back then, I went on to design a 
number of board games. As you can see, I was quite fascinated with 
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the concept of transporting the player to another world. Board 
games were great fun to design, but very limited in scope. When 
the personal computer evolved in 1979, I wanted to use the comput- 
er to expand on what I could do with board games. 


S+: What was the first computer game you ever programmed? 


Mike: In 1980, I programmed my first game on the Commodore 
PET, which was basically a Commodore 64 in black and white. The 
game was called Space Ace, and no, it’s not the Don Bluth animated 
laser disc game. In fact, it was a multi-directional sideways scroller, 
similar to Space Invaders. I was pretty amazed at what the com- 
puter could do back then! 


S+: How does programming a computer game differ from a board 
game? Do you apply some of the same concepts to both mediums, 
or do you approach them in totally different manners? 


Mike: Although I think board games helped me develop my design 
skills, the computer is vastly different than a board game, so it’s 
hard to compare the two. The computer offers so much more than a 
board game in all respects; the scope is just so immense. 


S+: After Space Ace, did you take another break from computers, or 
were you So fascinated with the medium that you continued to pro- 
gram? 


Mike: Oh yes, I loved what I could do with the computer. In fact, 
the next game I did was the original Lords of Midnight in 1984, 
followed by its sequel, Doomdarks Revenge, the same year. I 
knew that the computer was the game medium of the future. 


S+: Did you create the original Lords of Midnight by yourself, or 
did you have a staff to create the game? 


Mike: | did all the programming, artwork, text, manuals, music, etc. 
for the game; it was really a one man show back then. There were 
so few people that were interested in the computer ten years ago; 
it’s such a sharp contrast to today’s society. With Lords, we have a 
whole development team working on it here in Britain, and over in 
the United States, Domark is piecing together the introduction. 


S+: It seems like Lords has really been your signature game. 
Please explain to us how Lords of Midnight: The Citadel fits into 
this whole scheme? How did Domark come into the picture and 
decide to publish Lords? 


Mike: That’s a good question. Lords is really a trilogy, with the 
first two games being developed in 1984, and now in 1994, we’re 
doing the third game in the series. Hopefully the third game will 
catch on over in North America, and then we can produce the fourth 
game, which is already brewing in my head! 

As for Domark’s involvement, it was really a perfect match; 
Domark is a major publisher over here in Britain, and we hope 
Lords will be a best-selling game. 


S+: So what did you do in between the first two Lords games and 
the third one now in production? 


Mike: | formed a company called Maelstrom in 1986, and we devel- 
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oped MidWinter and Mid Winter 2, which were groundbreaking 
polygon games in their day and age. Recently, I’ve also done a few 
games such as Ashes of the Empire, and StarLord. 


’ 


Prince Charles 


S+: [ guess your hope of a new Lords game was finally realized 
within the last few years. Why don’t you tell us a little about the 
Lords trilogy, for those of our readers who haven't played the first 
two games. 


Mike: Sure, it would be my pleasure. The Lords trilogy is really a 
mixture of a number of gaming genres. In fact, when we did the 
first game back in 1984, we coined the phrased “epic” to describe 
the game. It was really a mix of role playing elements, meshed with 
some strategy, action and adventure. In essence, my games are a 
fantasy book ported to the computer screen; I like to call them inter- 
active novels. Anyways, onto the series: the series takes place in a 
far off land called Midnight. As the third game in the trilogy 
begins to unfold, the ruler of Midnight, Luxor, has set off to find a 
special jewel called the Eye of the Moon. Luxor leaves you, his son 
Prince Morkin, in charge of Midnight. Unfortunately, Luxor’s ship 
meets up with a fierce storm at sea, and he is captured by the evil 
Boroth. You have to set off to rescue Luxor, and a number of other 
characters have other missions, such as rescuing prisoners and fight- 
ing Boroth’s army. That’s the very abridged version of the story. 
For the rest, you’ll have to buy the game! 
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S+: Sounds like a very interesting predicament Mike! I gather from 


what you say that there are a number of separate parties and char- Al HLAtTLaAC &. Be 5 c Lar y 


acters which you can control? 
Mike: That’s right, there are six characters all throughout the land 
which you can control at the start of Lords. That number can 
increase up to twenty-four characters by the end of the game, pro- 
viding none of them get “bumped off.” Of course, these characters 
can interact with each other, and form parties. I should also men- 
tion that we are trying not to bog the player down with too much to 
do. Each character has a brain, and can be sent on a quest; all you 
have to do is sit back and watch. Alternatively, if you’re a hard core 
gamer, you can control all the characters. I’ve placed a lot of 
importance on character interaction, branching dialogue, and other 
features to really draw the player into this world. 


S+: I’ve heard quite a bit about this new 3D engine which you are 
using for the game. From what I’ve seen, it’s quite breathtaking! 


Mike: Thanks for the compliments! Yes, David Ollman and I here at 
Maelstrom have worked very hard on the 3D engine. It was really 
needed to create the world in which I wanted Lords to take place. 
I’m quite pleased with the final result. What’s so remarkable about 
the engine is that the environment and landscape are generated on 
the fly, meaning it’s not stored on your hard drive. If it was, Lords 
world would take up 8 gigabytes, or 12 CD-ROM discs. I’m sure 
you now understand why the 3D engine is so important! We’re so 
pleased with the engine that we plan on using it fora SVGA golf 
game, and a military simulator entitled Red Ghost later this year. 


S+: Another thing I like about the 3D engine is the multiple camera 
viewpoints. You can switch between first and third perspective at 
any time, and also a number of other views. Was this feature impor- 
tant to you? 


Mike: The multiple camera angles was something I thought would 
add to the realism. It gives the player a lot of choice, and works 
very well from a cinematic standpoint. I think there are going to be 
about 8 camera angles in the final game, which will provide the 
player with a lot of choice in viewpoints. They can be their own 
movie director in addition to the game’s hero. What more could 
you want? 





S+: Not much more Mike, it sounds like you have quite the product 
lined up in Lords! I’m certainly looking forward to the finished 
product, best of luck with the game and thanks for the interview! 


To hall the aclhion press SPACE 
Mike: Thank-you Geoff, this has been fun!) 
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THE WORLD AT WAR: 


STALINGRAD | 


Eric Young checks out Atomic Games and Avalon Hil! 
as they revive WWII Computer Gaming with this new game 


that has something for everyone 





DESIGN NOTES 


ussia, 1942 In the Pacific Theater of World War II, the 
Japanese advance seems to be stalled in New Guinea and the 
Solomon Islands. In Africa, the Commonwealth forces under 
General Montgomery are locked into a death struggle with General 
Erwin Rommel’s Afrika Korps. The United States has been in the 
war for a year but the only combat contributions it has made outside 
the Pacific Theater have been material aid to the Soviets and the 
Commonwealth. 

On the Russian Front, Leningrad has been under siege for more 
than a year and the central sector has remained fairly static. Adolph 
Hitler’s Southern Offensive has ground to a halt on the Terek River in 
the Caucuses, and at Stalingrad, 90% of the city is under German con- 
trol. The Axis Forces in the East, (German, Romanian, Hungarian, 
Italian and Croatian) have been stretched like a rubber band to cover 
the vast territories they have conquered. Marshal Antonescu of 
Romania has asked for a command at the front and Hitler humors him 
with command of the German and Romanian forces around 
Stalingrad. The military attaché to Romania advises that the Marshal 
delays taking command until January to avert an embarrassment 
should things turn bad on the southern front. It was good advice. 

Joseph Stalin, the pragmatic Soviet leader, has been hoarding his 
reserves for just this moment. He draws forces from every front and 
Military District in the Soviet Union to deliver a knockout blow 
against his one-time ally Adolph Hitler. Stalin also orders a series 
of attacks all along the eastern front to pin the Axis reserves. These 
attacks result in many local successes such as those at Velikiye 
Luki. 





The Stage is Set 

As the cold, dry winds of November blow snow from Siberia 
across the frozen steppe, the Romanian 4th Army takes up new posi- 
tions to the south of Stalingrad. The ground is too hard to build any 
kind of trench system so they take up any defensive positions they 
can find and settle in for what they hope will be a long but quiet win- 
ter. 

To their north, the German 6th Armee is taking a breather after 
their latest “final” push to clear the Russians from Stalingrad. 
Operation Hurbertis has succeeded in clearing the last of the factory 
district but the Russians still hold the Lasur Chemical Works and a 
narrow strip of land that hugs the west bank of the Volga River. 

To the North and West of Stalingrad the Romanian 3rd Army ner- 
vously reports a large buildup in the Russian-held bridgeheads along 
the Don River. They had wanted to clear these bridgeheads in 
October but the German High Command had denied them the sup- 
plies. Having the Don River as an anti-tank barrier would have 
helped their position greatly. 

Across the lines, the Russian High Command has massed the 
largest Allied armored force in the field. The Sth Tank Army is mak- 
ing preparations for its part in the first successful Russian double 
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envelopment operation of the war. Their mission will be to smash the 
Romanian 3rd Army and race across the frozen steppe to the small but 
important river town of Kalach on the Don River. They will be sup- 
ported by units from the 21st, 65th, 24th, and 66th Armies. 

Mobile groups from the 64th, 57th, and 51st Armies are also 
preparing for the southern push to link up with the Sth Tank Army at 
Kalach. They will start one day behind their comrades in the north. 
The Russian 62nd Army, still holding down the German 6th Armee in 
Stalingrad, begins its own series of counterattacks. 

Such is the setting for World at War: Stalingrad, the newest 
release from Atomic Games and Avalon Hill. 


It’s New, it’s Big, it’s Wonderful 

Stalingrad will be the largest of all the Atomic releases to date, 
with over 1000 combat units locked in desperate combat on the open 
steppes of southern Russia. There are seven scenarios covering 
everything from the city fighting in Stalingrad itself in late 
September, 1942 to the death of the German 6th Armee in February 
of 1943. 

The first scenario, “Rattenkrieg” (rat warfare) will cover the initial 
German assaults on the city of Stalingrad. It contains a beautiful map 
of the city at 400 meters per hex. The Germans must clear the city 
hastily, while the Russian defenders must hold to the last man. 

“Wintergewitter” or Winter Storm is the second scenario and was 
the code name for the Axis relief attempt to Stalingrad led by General 
Erich von Manstein and General Herman Hoth’s 57th Panzer Korps. 
It features three seasoned panzer divisions supported by remnants of 
the Romanian 4th Army trying to break through the Russian 51st 
Army reinforced by units from the 2nd Guards Army. 

“Death of an Army” covers the destruction of the German 6th 
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Armee after the encirclement. Soviet forces involved in this scenario 
are the 64th, 57th, 21st, 24th, 66th, and 62nd armies. Both sides must 
guard their supplies and work against time to achieve victory. 

“The Left Hook” recreates the Russian 64th, 57th, and 51st Armies 
attack against the ill-prepared Romanian 3rd Army on November 
20th, 1942. The Russians must crush the Axis resistance and advance 
to Kalach while the Axis player must use the Romanian 3rd army sup- 
ported by units from the German 4th Panzer Army to slow and halt 
the Russian advance. 

In “Quiet Flows the Don” the Russian Commander must push the 
Sth Tank Army supported by the 21st and 65th Armies to Kalach for 
the linkup with the southern offensive. He must bypass all Axis resis- 
tance to complete a timely advance. The Axis player must use the 
48th Panzer Korps and the 4th Romanian Army to stall this advance. 

“The Encirclement” is a combination of “The Left Hook” and 
“Quiet Flows the Don” scenarios. The Russians must complete the 
encirclement while the Axis forces must defeat the Russian spear- 
heads in mobile warfare on the open steppes. This scenario also 
serves aS a mini-campaign game. “Operation Uranus” was the 
Russian code name for the Stalingrad offensive. This full-blown 
campaign game covers the encirclement battle through the middle of 
January. It also covers all aspects of the relief attempt and gives 
both sides many “what ifs” to explore. 


Options Galore 

Both sides are provided many historical options. The first Axis 
option is a restriction to tie down the German 6th Armee in 
Stalingrad. This will historically restrict German movement in this 
area. The next Axis option is an early reinforcement of the 3rd 
Romanian Army by the 6th Panzer Division and two German 
infantry divisions. These forces were to have started to the Russian 
front in early November but their departure was delayed due to trans- 
portation difficulties. The third Axis option allows the 7th Panzer 
Division to take part in the relief attempt instead of standing idle at 
Rostov. Next is an option to release the 16th Motorized Division 
from Elista for operations on the southern map edge. The fifth 
option represents an early withdrawal from the Caucuses region and 
makes available the 3rd and 7th panzer Divisions plus the 16th 
Motorized Division and brings in the SS “Wiking” division earlier 
than normal. 

Soviet options include a “No Soviet Purge” rule that raises troop 
quality for all their units. Next is an option called “Better Fuel 
Supply” which will allow the Russians to “gas up” their artillery units 
they could not allocate fuel to. The third Soviet option allows for 
more supply points. “Better Communications” give the Russian 
Artillery units radios and allows them to reduce their setup time. The 
fifth Soviet option gives their leaders better command ratings. 


What’s New Pussy Cat? 

In addition to the improvements that The World at War made 
Over our previous games there will be many new features in 
Stalingrad. 

The first major enhancement is the inclusion of multiple scales to 
cover different parts of the battle. The new scales will be 400 
meters per hex with units representing battalions and companies and 
turns representing three hours of daylight and five hours of darkness 
and three kilometers per hex with units representing regiments and 
battalions and turns of both AM and PM daylight turns and one 
night turn. 

Air missions for transport of supply and reconnaissance of enemy 
positions will be more detailed. You can now send air supply mis- 
sions where and when desired, risking the effects of weather and 
enemy interdiction. You may also target areas for intense air recon 
which will reveal more information about enemy units and troop 
movements. 

A further enhanced Artificial Opponent will allow players to give 
objectives to units and let the computer handle them for you while 
you concentrate on other parts of the battle. 


Th-th-th-that’s All, Tovarich! 

To sum it up Stalingrad will be the largest and most ambitious 
game inAtomic history and we are sure that there will be something in 
it for everyone interested in any aspect of the campaign that turned 
the tide against Nazi Germany and its Allies in World War II.) 
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BIOFORGE 


Interactive Entertainment writer Scott Grant 
sneaks out of the CD-ROM office for a sec to give 
us the scoop on Origin’s upcoming virtual movie 
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word, in the tradition of “multimedia” and “virtual reality.” 

Like other terms of its type, “interactive movie” came into 
existence as marketing jargon long before any software fitting the 
description appeared on the shelves. Just when we all thought that it 
was about to become another meaningless piece of hype, game pro- 
ducers finally started to produce what they had been talking about 
for so long. Products like Critical Path and Quantum Gate (both 
from Hyperbole Studios) feature a movie-like plot structure and 
combine that with user input. /And suggest that the term is still just 
a piece of marketing hype... - Ed.] 


§ nteractive movies. The industry has spawned yet another buzz- 


Player? What Player? 

The question is: how much input from the “player” should there 
be? Interactive movie designers seem to be split on this issue. One 
group thinks that the basic plot should remain unchanged, but the 
player should determine which “branch” the plot veers off onto. 
Others think that the only way to keep the player truly involved with 
the product is to have them in more constant control of the character 
they represent. 

The developers of Bioforge, Origin’s first stab at interactive 
movie making, definitely belong to the latter camp. In this game 
you take direct control over your character as he explores the sur- 
roundings and interacts with his environment. It seems that this will 
result in a product that is more similar to today’s adventure games 
than to the Dragon’s Lair style of choosing a path and watching it 
unfold. 


Back in the Future Long Ago 

Although he probably didn’t realize it at the time, Bioforge’s 
director Ken Demarest first started the project ten years ago. Back 
when he was seventeen he wrote a simple two-dimensional gymnas- 
tics program; in it, you controlled a stick figure from the keyboard, 
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causing it to jump, somersault, and perform other Romanian-type 
activities. The physics model wasn’t quite comparable to what can 
be done in programs today, but the seed of the project was planted. 

After Strike Commander was completed, Ken found himself 
playing around with bits and pieces of that program, adapting them 
for the creation of a “synthetic actor,” this time in 3D. It didn’t take 
long for this side project to catch on at Origin, and the decision to 
create Bioforge was made. The project stemmed not from a specific 
idea for a game, but from 3D technology. 


More than a Dance on the Bars 

Since nobody kidded themselves that the game playing public 
would line up to throw down money for a gymnastics program, 
three dimensional or not, a plot and setting had to be created. 

Considering that this is Origin we’re talking about, that wasn’t 
too much of a stumbling block. 

At the start of the game, you awaken in a cell with no knowledge 
of your identity. Many of your body parts have been removed and 
replaced with bionic equipment, and you have some memory of the 
brutal surgical procedures you underwent, although you have no 
idea who did this to you or why (has this idea ever appeared 
before?). It soon becomes obvious that the alien compound you are 
residing in is being torn apart by powerful earthquakes. You must 
escape your cell and then try to make sense of your predicament. 

There’s also a nasty alien organism running around out there, 
and it’s not exactly a Steven Spielberg creation. 


Put Him on that Table over There, Dave 

Now that they had created the synthetic actor and a plot and set- 
ting, a way for controlling the actor had to be developed. Ken 
Demarest is the first to admit that there is no perfect way for con- 
trolling a character in 3D and in third-person perspective, especially 
when your view is frequently changed by the inclusion of cinematic 
camera angles. After several ideas were experimented with and 
rejected, a keyboard-based interface was finally adopted. Demarest 
says that most people find the keyboard control to be awkward at 
first, but after playing for a short while “something just clicks” 
(hopefully) and the interface becomes a very natural part of the 
game. 

As work on the project progressed, new means of animating the 
synthetic actor became available. Although the earlier images of the 
actor walking around and performing various tasks were impressive, 
Origin has latched onto a system that could well be the most power- 
ful character animation routine ever seen in a game. The system is 
comprised of a hardware unit produced in Burlington, VT and soft- 
ware that was developed in-house by Origin. The hardware is 
called A Flock of Birds. This unit was first used back in the late 70s 
for analyzing the movements of Olympic athletes to aid in training 
(PBS ran a special on it). It is currently used most often in TV com- 
mercials with large budgets. 


Wire me Up, I think I have a Headache 
The human heart of the unit for Origin’s use of it is employee 
Star Long, Q&A god and resident hardware victim. Star’s body is 
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IE Insiders Pass us the Sco 


iven the overwhelming success of Civilization and 
Master of Orion, it would have been extremely easy for 
MicroProse to develop sequels for each game, and sim- 
ply sit back and count the money as it rolled in. 

But that wouldn’t have been much of a challenge. 

Instead, the company’s designers decided to have some fun, and 
came up with a game that featured the basic elements of Civilization 
and MoO in a tried-and-true setting - the world of wizardry. The 
result is Masters of Magic, a game which puts a premium on being 
an authority figure. 





Billy Graham Wouldn’t Faint 

According to the game manual, “In all respects, Magic is a god 
game.” If you own an autographed picture of Billy Graham, don’t get 
all wound up at this statement, because it’s not talking about the 
God. The point being made here is that as a wizard battling other 
wizards for control of the game’s two worlds, you’re definitely the 
ultimate ruler of your kingdom. 

Actually, labeling this as a god game is fairly handy, because it’s 
damn hard to come up with a convenient label for Magic. At first 
glance, the wizards and their spells make you think it’s a fantasy 
game. Then you notice that you command troops and get to wage 
war, so you decide it’s actually more of a strategy game. And then, 
you start making a slew of management decisions, and decide to stop 
thinking about categories because your head is beginning to hurt. 
The object of Magic is to gain control of the prime plane and the 
ethereal plane. You can do this one of two ways — the traditional 
wipe-your-opponents-off-the-face-of-the-map method, or by casting 
what I fondly refer to as “the spell from hell,” or what the designers 
decided to call “the spell of masters.” 


Master Caster 

The mother of all spells sounds like a lot of fun, but it shouldn’t be 
looked upon as a shortcut, because it’s fraught with peril. It’s a hard 
spell to learn, and it also annoys all of the other wizards, who imme- 
diately set aside any petty differences they might have and come 
gunning for you when they discover that you’re trying to learn it. 

Of course, you’re a long way from eliminating anyone or anything 
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when you begin Magic. You start by creating your own character, 
which can come from a list of 14 pre-fab wizards, or which you can 
create yourself. After you establish exactly who you are, you’re 
given control of one hamlet, which you hope to turn into a thriving 
metropolis. You also have one army, which you’ll need to build up 
in order to dominate your foes. 

Your cities are extremely important, because they’re your main 
source of gold, troops and production. You can also build special 
guilds in your cities to provide additional magical power and 
improve your spell research skills. 

Residents of your cities, which come from 14 different races, are 
divided into farmers and workers. The farmers produce food, while 
the workers produce city buildings and military units. The food 
thing is important because your cities won’t grow without their basic 
minimum daily nourishment requirement. If you’re producing a sur- 
plus, your population will grow. 


Class Structure 

Your armies are divided into two separate units — normal and 
fantastic. Your normal troops come from the residents of your cities. 
The fantastic fighters, as you might have guessed from the name, are 
a lot tougher than the average soldier. They’re summoned by wiz- 
ards. The one advantage that normal troops have over fantastic units 
is that if they survive, they improve. Normal units gain one point of 
experience per turn, and gain two points for each enemy that is slain 
in combat. 

You can also hire heroes to enhance your armies. These heroes 
can cast spells, have special abilities, and will eventually become 
more powerful than your fantastic creatures. 

There are two types of fights in Magic - hand-to-hand combat, and 
ranged attacks, which allow you to attack from a distance. The out- 
come of battles is determined by the attack and defense values of 
each unit, along with any special abilities that either army might 
have. Most units, including normal troops, have some sort of special 
ability. 

Managing cities and leading your troops into battle takes up a lot 
of your time, but in the end, this game is decided by the wizards. 
Your troops and cities will do what you tell them to, but dealing 
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OF MAGIC 


op on MPS’ New Strategy Game 


with the other wizards is where the strategic element comes for- 
ward. 


Schools of Magic 

There are five different schools of magic to study, along with 18 
separate abilities. You can choose to specialize in one or two areas, 
or diversify. You can also research eight separate spells at a time. 
Each time you complete researching a spell another appears, unti] 
you run out of spells to learn. 

All of the magical energy that you acquire goes into three areas: 
spell research, improving your spell-casting skill, and mana reserve. 
You can adjust the distribution of the magic energy as you see fit. 

The mana reserve is essentially the foundation of your magic, 
since this is the pool from which you draw to cast and maintain your 
spells. Each spell you cast requires a certain amount of mana. Also, 
if you cast a spell that has a maintenance cost, such as producing a 
magical creature, the creature will disappear if you run out of mana. 

You want to work to build up your spell-casting skills. The better 
you are at this, the faster you cast your spells. This is particularly 
important in a battle situation, since there’s nothing worse than 
watching your troops get toasted because you’re slow to lay down a 
spell. 

There are three kinds of spells to cast. Instant spells, strangely 
enough, take effect immediately, then disappear. Enchantment 
spells, which linger for a set period of time, are divided into three 
groups. Combat spells last through the end of a battle, then disap- 
pear; continuous spells will last as long as you have sufficient mana 
to maintain their force; and permanent spells last forever, and cannot 
be dispelled or removed. Summoning spells call creatures from 
another world and leave the creature under the control of the spell- 
casting wizard. 


Wiz Circle 


The best part of being a wizard is relating with the other wizards 
in the game. Actually, a lot of the conversations you have with your 
foes seem a lot like the basic trash-talking you might hear at an NBA 
game. You can threaten or be threatened by the other wizards. You 
can also form alliances or strike deals, being careful to always keep 
in mind that their ultimate goal is your destruction. 

Despite all of this detailed background, the game’s design makes it 
fairly easy to play. Magic is turn-based, with your turn ending once 
you ’ve decided what to do with all of the elements that are under 
your control. The interface is a basic point-and-click creation that 
eliminates the need to cycle through four or five menus to make a 
basic decision. 

While the residents of your cities are producing what you need to 
succeed, you get to wander around and look for the enemy. To make 
it even more interesting, you get to practice your spell-casting and 
battle skills by trying to vanquish the various and sundry fantastic 
creatures that lurk through the game. You can also spend some time 
journeying to the ethereal plane, which includes the other wizards 
along with cities populated by members of five “unusual” races 
which will present a tougher challenge to conquer. 


Repossession 
You can eliminate another wizard by taking the city that houses 
his enchanted fortress. When this happens, the wizard is banished 
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from both worlds, his creatures leave, his enchantments disappear, 
his cities revert to neutral control, and any of his troops that are out- 
side a city are eliminated. If you get rid of all the wizards through 
this method, you win the game. 

Of course, you can always take a shot at the “spell from hell” and 
wrap the whole game up in one fell swoop. You must master a num- 
ber of other spells before you can ever begin working on the “spell of 
masters,” which takes a long time to research, and requires a great 
deal of mana to cast. Once you start working on this spell, all of the 
other wizards find out about it, and even your allies will start work- 
ing against your. 

Masters of Magic melds a couple of styles into one extremely 
involving game. The strategy and management aspects of the game 
make it very challenging, but in the end, the player with the best 
magic will end up looking like a real wizard._} 
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A Company Profile of LucasArts Entertainment by Marc Dultz 
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The Star Wars Universe: The heart of LucasArts 





o this day, I still get goose bumps every time I pop in a tape 
and hum the themes to Star Wars. Never mind the movie 
came out over 17 years ago; it still nourishes my soul and 
tickles my childlike imagination like no other film ever has, possibly 
ever will. It should come as no surprise then that I have reserved a 
very special place in my heart for many of the projects LucasArts has 
undertaken. An attempt to steal away with their impending secret pro- 
jects met with dire consequences. Needless to say, I felt the force. 





Marc, You Will Go to the Degobah System 

LucasArts 1s a relative latecomer to the business of doing business. 
Created in 1982, the company’s earliest developments, such as PHM 
Pegasus, Rescue on Fractalus and Strike Fleet were, in fact, pub- 
lished by other software houses. It wasn’t until 1987 that LucasArts 
struck out on their own accord, bestowing upon the world the 
SCUMM (Script Creation Utility for Maniac Mansion) of the earth. 
While the inmates temporarily ruled the asylum, Maniac Mansion 
represented the first choreographed dancer in a chorusline of high- 
kicking hits. LOOM, Monkey Island 1 and 2, the fabled Indiana 
Jones themes — the first LucasArts concept borrowed from a film — 
quickly established the company as an up and coming software giant. 
As fate would have it, LucasArts created the carbonite mold then pro- 
ceeded to break it. Rebel Assault, perhaps the most ambitious product 
to date, earned the company numerous awards even though it was con- 
ceived as a CD-ROM product. Then again, a little bit of the Geoge 
Lucas magic was starting to rub off on his namesake’s small screen 
cousin, so maybe it was time to re-explore the computer rendered 
galaxy. The Empire was striking back. 

Sue Sesserman, Director of Public Relations for LucasArts 
Entertainment, sheds light on the evolution of LucasArts. “We 
evolved from a computer group that George Lucas started in the early 
1980’s and he started that group with the forseight that some day, 
working with computer graphics, imagery and so forth, we would 
become very important in a number of entertainment areas. That com- 
puter group has evolved into many of the current functions that exist in 
all of the Lucas companies today, including LucasArts Entertainment 
but in addition to that, the computer graphics division at /ndustrial 
Light and Magic, our special effects sister company.” 

Three separate companies are owned and operated by George Lucas, 
each following a specific autopiloted course and focus. There’s 
LucasFilm Ltd., George’s film and television company; Lucas Digital 
Ltd. comprising /ndustrial Light and Magic and SkyWalker Sound, 
and, of course, LucasArts Entertainment. Sue gives us an idea of the 
interrelationship that exists between the companies. “Skywalker Sound 
is a wonderful resource for us in that we have access to all of the 
sound effects in their entire library. So all of the sound effects that 
you hear in our Star Wars related games are actual sound effects from 
the Star Wars movies that we’ve borrowed from SkyWalker Sound and 
digitized to our product.” Ms. Sesserman adds that LucasArts may 
eventually be networked with the other Lucas endeavors, in light of the 
coming George Lucas epochs ahead. Since many of the cinematic 
effects for the Star Wars prequels will be rendered on Silicon Graphics 
workstations and retained in their computer libraries, it’s hoped that 
LucasArts will be able to share that technology as well as the graphics 


Strategy Plus 


Dark Forces: A firefight with Imperial Stormtrooper 


and sound tracks created by the new movies. Release dates for the 
new Star Wars film and equivalent games are still uncertain, but many 
suspect that the first film will be released on May 18th of 1997, since 
that represents the twentieth anniversary of the first showing of Star 
Wars. 


Which Way Did They Go, George? 
Which Way Did They Go? 

What Yoda was to George Lucas’ Star Wars trilogy, Larry Holland 
is, or perhaps, was to LucasArts. Lead designer of such memorable 
games as Their Finest Hour, Secret Weapons of the Luftwaffe, X- 
Wing and TIE Fighter, Sir Lawrence, pilot of the polygon pallete, has 
redefined flight simulation with each new flying lesson. 

Larry, though, has resisted the temptation of flying solo for some 
time and finally, pun intended, felt the force. Leaving LucasArts to 
barnstorn his own aerodynamic designs, Larry and long time associate 
Ed Kilham have formed Peregrine Software. While some of their new 
designs may take off with LucasArts as their copilot, future flight plans 
have as yet to be logged with the LucasArts control tower. 

Holland discusses the impetus behind the January incorporation of 
Peregine Software. “One of the reasons why I formed Peregrine 
Software is to do more projects than I myself am able to take part in. 
We’re actually planning a number of projects; certainly you can count 
on more Star Wars related projects. But as a continuation of carrying 
on TIE Fighter and also looking at some different perspectives, 
George [Lucas] is feverishly working on the prequel which everyone 
has been asking about, so there’s no doubt that LucasArts will want to 
carry on with whatever material he generates. I’m also doing some 
other products outside of the Star Wars universe, but they’re going to 
be very different from the flight simulations. We’re working with 
Microsoft to do a strategy type game down the road”. 

Larry sheds light on George Lucas’ influence in his work. 

“Certainly from a point of view of inspiration, the body of his work 
in Star Wars provides us all with a vision to try and carry on, but in 
terms of direct involvement he’s really a hands-off kind of guy who 
really trusts us to carry on his vision. So the amount of freedom we 
have and enjoy in doing TIE Fighter and X-Wing is immense, which 
is really wonderful for creative people like us, who really want to get 
in there and flesh out all the nooks and crannies of the characters, the 
spacecraft and the technology and such. He’s always there even 
though he’s not physically here.” Perchance, the spirit of 
Obeewankenobe revisited. 


Master, But if We Can 
Turn Them to the Dark Side... 

Turn them we must since LucasArts has twice felt the beckoning 
force behind the Dark Side. The next logical leap from the screen to 
the cockpit is the first-person, shoot and scoot perspective. DOOM 
may have its share of beasts and burdens, but there is only one Star 
Wars universe to meander through. Enter LucasArts’ newest venture, 
Dark Forces (DF). 

Darren Stennett, Project Leader/and Lead Programmer for DF, dis- 
cusses the design. “What we’re really striving to do is deliver environ- 
ments that feel realistic and feel like real places. Places that you feel 
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Full Throttle: Road Warrior meets The Fugitive 








INSIDE THE INDUSTRY 


are familiar with from the movies. Part of it is to explore... what it 
would look like on a Death Star.” 

The basic plot of the story has even been tied in to the original Star 
Wars film. The player, as a rebel agent of Mon Mothra, sneaks into an 
Imperial Base in order to abscond with secret plans outlining the con- 
struction of the hideous Death Star. Unbeknownst to the agent, he 
stumbles across several other secret projects being undertaken by the 
Empire. Once the plans for the Death Star have been successfully 
passed on to Princess Leia, it now becomes imperative that the 
Alliance discover the details behind a super stormtrooper, the 
Darktrooper, and the whereabouts of the assembly facility. 

The Darktroopers, as fate would have it, are intended to be larger 
and more powerful than an average stormtrooper. As a result, fewer 
units would be needed to conquer and pacify Alliance-held worlds. 
The player travels through different worlds, some very much familiar 
to the average Star Wars devotee, since the game is evolving along 
parallel lines to the original film trilogy. Not only will players run 
amok through an Imperial Destroyer, for instance; they may also visit 
planets like Tatooeine or Endor, or for that matter new worlds as well. 

A refinement to the first-person game engine is the utilization of 
multi-leveled floorplans. Players may travel under and over foot- 
bridges, through multi-leveled research sites and around key installa- 
tions. To reflect this technological achievement, DF’s auto-mapping 
mode is represented splendidly by a topographical display delineating 
which level the player is exploring. 

Like several of the other first-person shooters that have been 
released or are currently under development, a myriad of weapons and 
computer controlled opponents are available. Up to sixteen worlds are 
scheduled to be included in DF, insuring endless hours of edge-of-the- 
seat replayability. 


Digging Up the Plot 

Sean Clark, project leader of the long awaited Steven Spielberg 
inspired game dubbed as The Dig, peels back some of the layers sur- 
rounding the game’s plot. “We find some method of getting to some 
planet and obviously there’s some sort of ancient civilization there. 


There’s all these signs and symbols that maybe there’s something there 


that’s technologically advanced, but they’re gone. There’s this big 
mystery about what they’ve found.” 

To set the scene, a huge asteroid has hurled its way through the 
galaxies and parked itself in a decaying orbit around Earth. NASA 
concludes that unless something is done quickly, the asteroid has a 
good chance of impacting with our beloved planet. Three astronauts 
are chosen to plant nuclear devices on the asteroid to steer the asteroid 
away fom Earth and into a safer orbit. 

The three astronauts assigned to this archaeological expedition by 
NASA, two scientists and an investigative reporter, soon discover 
more than artifacts of a civilization past. After some rudimentary 
exploration, the asteroid morphs into a crystalline satellite and shuttles 
the three to some distant galaxy. 

In time, it turns out the personalities of each of the three astronauts 
are as different as three peas in a space pod. Faced initially with a life 
or death struggle to get off the planet, the three must place their indi- 
vidual motives aside and interact in unison, much like the characters 
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3-D Studio is being used create FT’s futuristic world 


from the Treasure of Sierra Madre. 

Set somewhere around 1999, morality plays a central theme 
throughout the game. Why did the alien civilization leave this planet, 
or even, did they? Why is it incumbent upon us to learn the fate of the 
aliens? What lessons can we learn and apply from this experience? 


Getting Up to Speed 

News travels fast. Some game news travels even faster. LucasArts 
was kind enough to debut their latest heavy metal production to burn 
up the silicon freeway, entitled, rather sardonically as Full Throttle 
(FT). Fortunately, I was given the keys to a nearby speeder bike and 
pulled FT over long enough to check out its license and registration. 

Full Throttle is an intriguing blend of the Road Warrior meets The 
Fugitive. Essentially, Ben Throttle, the game’s central character, is the 
leader of a biker gang who becomes the victim of a setup and is 
wrongly accused of a murder he hasn’t committed. Ben, in point of 
fact, looks like a cross between lantern jawed Dick Tracey and an 
over-inflated Arnold Schwarzenegger doll. Doubtful that these dudes 
are CHiPs washouts, it seems that a certain domestically brewed 
motorcycle company has become the target of a hostile takeover, the 
new owner planning to retool the customized hog heaven hangout into 
a miniseries tribute to minivans. While the diabolical details for the 
child restraint, air bagged alterations aren’t made abundantly clear, 
what is known is that Ben must restore order and put the anti-lock 
brakes on plans to scrap the chopper shangri-la. Now that’s owner- 
loyalty! 

Set just over the blacktopped horizon of the not too distant future, 
FT is rendered with blinding graphics. Utilizing a tighter pallette, 
sihouetted scenes and harder lighting than earlier LucasArts graphic 
adventures (lots of oblique angled shots featuring hues of electric blue 
and blocks of midnight black), the game still retains a gothically eerie 
feel that leaves the viewer glued to his banana seat. The design has 
detoured off their customary graphical route and hopped onto the 
“interactive” highway. By using cinematic cutscenes generously, 
incorporating closeups of full screen animated characters, the design- 
ers hope to add more of a comic book flair and polished chrome to 
FT’s design. 

Although the game makes no attempt at painting a hypothetical, 
near-term scenario of the world, FT does take certain exaggerated lib- 
erties. For instance, many of the characters seem to have been wined 
and dined on a six-pack, steroid diet while the character’s vehicles are 
nothing like you would see in any of Detroit’s showrooms of today. 
From hover limousines to braille sensing motorcycle-sleds, a lot of 
time and effort has gone into creating a semi-believable world. The 
combination of handpainted 3D Studio vehicles set atop a 2D animat- 
ed backdrop is indeed eye popping, even when the plot is crutched on 
a novel kickstand. Radar detectors will need to be packed with this 
piece of sizzling software. 


’'d Rather Kiss a Wookie 

Well, there’s no accounting for taste. If 1 occassionally have to light 
the hyperdrive and don a furry costume to wiggle into the Star Wars 
bar, then so be it. A scoop comes any which way but loose. I do, 
however, draw the line at dancing for Jabba the Hutt.) 
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SH edieval (Fngland 1268 A.D. 


n this time of castles and conquests the throne sits empty. Serfs are restless; 
rebellion is in the air. The Lords of the Realm invite you to join their ranks: 
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Build your castles. Marshal your resources. 
Test your troops in siege and battle. 


at an ee 


Behold! Your lands grow and your serfs prosper. Your armies swell and your 
castles dot the hilltops. On bended knee, your knights swear eternal fealty. 


(So for the (/rown. 
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Reader Service No. 107 


aking careful aim at my opponent’s shattered torso, I trig- 

gered my Particle Projection Cannons and was rewarded 

by the view of my enemy punching out skyward as his 
fusion engine blossomed momentarily into a small sun. Checking 
my short range scanner, I looked for my next victim. There was an 
enemy unit, off to my left. I swung my torso in that direction and 
saw a Loki standing with his back to me, trading shots with one of 
my lancemates. This was too good to be true. I cut back my speed 
and centered my crosshairs on his weakly-armored back, and then I 
waited for my PPCs to recharge and come back on line. 

Suddenly, I was rocked by explosions. Fighting to keep my 
BattleMech upright, I checked the scanner. Another enemy unit was 
coming up fast. I slammed the throttle forward as far as it would go 
and began slewing my torso to face the new threat. 

The new Mech fired again with twin racks of long range missiles. 
I was too busy trying to dodge and get a lock with my cannons to 
see what the other guy was driving, but it looked like it was based 
on a Mad Cat chassis. One of the racks missed me by meters, slam- 
ming into some rocks, but the other flight of missiles flew true and I 
was slammed against my harness as my machine was knocked back 
by the force of the blow. Warning lights flashed on my cockpit dam- 
age display, but I ignored it as I lined up my shot. The crosshairs 
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Nick Svolos hangs out in another world 
while you’re getting ice cream at the local mall 


came to rest on my enemy’s chest and my finger tightened, taking up 
the slack on the trigger. 

Then my mech came to a complete halt, the sound of metal grina- 
ing on plasteel ringing through the cockpit. I didn’t need to look to 
know that I had run into a building while running with my torso fac- 
ing backwards. With a jerk, I fired the PPCs, but my opponent had 
dodged inside their arc. As I struggled to free myself from the 
building, I saw my opponent lining up for his shot. The commline 
crackled to life: “Say your prayers, Sikl,” came a laughing voice 


from the other mech, “it’s curtains.” 


I barely had time to scream as forty high-explosive missiles, two 
PPCs, a few lasers and a kitchen sink came crashing through my 
cockpit. 


Not Your Typical Hair Dryer 

They are springing up everywhere. Sitting quietly in nondescript 
shopping centers across the country, they lurk, drawing in their 
clientele. During an average lunch hour, you will find these places 
filled with local workers, salesmen, children with the day off from 
school, professional people, all gathered together with the express 
purpose of destroying each other on the field of battle. At nights, 
even more congregate. When not strapped into their cockpits, you 
can find them in the lounge, regaling each other with tales of battles 
past and battles to come. 

The city is San Diego, California. The place is the Virtual 
World Center. Virtual World Enterprises (VWE) owns and runs the 
Centers. The first one was opened in Chicago’s North Pier 
Shopping Center almost four years ago, back when it was simply 
known as the BattleTech Center. Three have opened in Japan, and 
in addition to the San Diego site, there is one in Walnut Creek, 
California. At the time of this writing, the Dallas Center is opening, 
and Texas players can also boast of a four-pod “Outpost” in 
Houston. Planned for this summer are a new 32-pod, 24-hours a 
day site in Las Vegas (where else?), and California will pick up its 
third Center in Pasadena. Other sites that are planned are Boston, 
Massachusetts, London, and Orange County, California. 
Internationally, they are working on sites in London and Australia. 


Join the Club 

The San Diego Virtual World occupies a storefront in the 
Hazard Center Mall near Hotel Circle. It’s a good location and they 
draw a crowd not only from the local area, but from anxious Los 
Anglophiles, unable to wait for their own Center to open. As you 
enter the Center’s glass doors, you are immediately taken with the 
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decor. The Center is done up to resemble a British Adventurer’s 
Club. There is a lounge where sandwiches and soft drinks are 
served between missions. Hanging from the ceiling is a full-sized 
mech’s hand unit, a trophy shot off a Kuritan BattlheMech. There’s a 
reservation counter where you purchase tickets for your “adven- 
tures” and naturally, there’s a ton of VWE souvenirs available for 
those few extra dollars you might have. 

The focus of VWE is the pods. These cockpit simulators are 
where the games are played. Each includes a joystick, a throttle and 
about 100 buttons which, depending on the game, do a variety of 
interesting things. A main viewscreen is available, as well as a sec- 
ondary monitor mounted down below. The main screen usually 
shows the player’s cockpit view, while the lower presents maps, 
damage displays and the like. 

The VWE system is pretty much all proprietary. The original sys- 
tem was developed around networked Amigas, but now the systems 
have been modified to the point where they no longer resemble the 
Commodore machines. Macintoshes provide control functions as 
well as the replays and printouts featured in the Lounge. The soft- 
ware was all developed in-house. 


Where it all Began... 

BattleTech is the game that got it all started for VWE. Originally 
a boardgame published by the FASA corporation, it was always a 
dream of the game’s creator, Jordan Weissman, to see his creation 
in as realistic a setting as possible. In 1990, the first version of the 
Virtual Reality game was made available at Chicago’s North Pier. 
It was an immediate success. Other Centers were desired, but it 
wasn’t until Tim Disney got involved that the money was available 
to begin the expansion the fledgling business needed, and Virtual 
World was born. 

BattleTech is based on a future where mankind has reached the 
stars and taken his bad habits, like war, with him. Instead of set- 
tling matters with conventional infantry and armor, the battles of 
this future are fought using 12-meter tall death machines known as 
BattleMechs. These heavily armored giants can attain speeds 
approaching 120 kph and carry enough weaponry to level just about 
anything. Anything other than another Mech, that is. 

This game was the first and it is still the most popular with the 
regulars at the Center. Two thirds of the Center’s pods are dedicat- 
ed to the game, and it can still be hard to get a mission during peak 
hours. Fortunately, the Center takes reservations every morning, so 
you can be assured of a chance to play. 


Command Hierarchy 

In order to allow new players a fighting chance to learn how to 
pilot their machines before being trashed by the more experienced 
pilots, a system 1s in place to rank pilots by their relative experience 
level. Junior Warriors are kept in beginner missions, where heat 
and other special features are not used, and they face players of sim- 
ilar ability. After a few missions, they graduate from training and 
can participate in standard missions. These missions are for players 
who have fewer than twenty-five missions under their belts, and 
allows the full use of all the features on an optional basis. After a 
player has completed twenty-five missions, he attains veteran status, 
which keeps him out of the standard mission and puts him or her up 
against the finest the Inner Sphere has to offer. 


And if that ain’t enough... 

Running alongside BattleTech and gaining in popularity is Red 
Planet. Set in the canals of a mining colony of Mars, the players 
race souped-up mining gravsleds at insane speeds through a course 
filled with barriers, closing blast doors and other obstacles. The 
game isn’t as violent as BattleTech, as the emphasis is on just flat 
out racing, but there are plenty of opportunities for carnage. You 
can force opponents.into the walls, bump them into obstacles, fire at 
them with your rivet-guns, or just straight up crash into them. The 
player also has a choice of different tracks as well as several differ- 
ent kinds of sleds. 

For team play, Martian Football is offered. In this game, each 
team has a runner, two blockers and a fullback. The team wins if its 
runner scores more points than the opposing team’s runner. So, the 
runner takes a light, fast sled and runs like heck, while everybody 
else tries to kill the other team’s runner while protecting their own. 
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Virtual Enterprise 

The future of VWE looks bright. VWE is remaining mum about 
any other details, preferring to build up a bit of mystery around the 
things that they’re up to. Here’s what I could get out of them, how- 
ever: the first half of 1995 will see the release of the third adven- 
ture. It will be called The Caverns (tentative) and will coincide 
with the installation of the next-generation System 4 software for the 
pods. After that, AeroTech, an add-on to BattleTech will be intro- 
duced. For those of you not familiar with the boardgame, 
AeroTech adds AeroSpace fighters, which are flying versions of 
their BattleMech brothers to the game. The fact that it’s an addition 
to BattleTech implies that one will be able to participate in a land- 
air battle. 

Now that’s going to be pretty cool..J 
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Battletech: the History of a sub 


In part one, Nick Svolos brings us up to date on robot games. 





ith the upcoming release of so many fighting robot death 
W machine games approaching, we here at Strategy Plus 

thought it might be a good idea to take a few minutes and 
examine the roots of this genre. It probably won’t make anybody a better 
warrior, but it might clue some of us in to what all the fuss is about. 





it All Began in Japan 

The starting point of our survey of the giant robot world is an extreme- 
ly popular Japanese cartoon series. Fans of Anime will no doubt be well 
familiar with Robotech. Robotech came to this country as a children’s 
series way back in the 70s, but the Japanese version is a bit more adult 





(Japanese audiences are far more accepting of animation than American 
audiences). Robotech details a future history of Earth, starting with the 
war against the Zentraedi and continuing through the fourth Macross 
saga, which has just hit the United States in the last couple of years. 

The story begins in the year 2009 as the people of Earth are putting the 
finishing touches on rebuilding an immense alien spacecraft, built of a 
technology which the humans have just barely begun to comprehend. 
The spacecraft belonged to the Robotech Masters, an alien race of incred- 
ibly advanced technology, and had crash-landed on Earth some ten years 
earlier, killing off the crew. In the first episode the Zentraedi, an alien 
race with a severe pituitary problem, come to Earth to take the ship and 
its technological marvels. The humans fail to cooperate, manage to get 
the ship off the ground and the war is on. 

The series is well-remembered for its exciting scenes of combat 
between huge robot fighting-machines. There are literally tons of mecha, 
among them the Veritec Fighters. These craft have the ability to change 
between fighter mode — in which they serve as modern aircraft fighters 
do — and battloid mode, in which they take on the form of giant biped 
humanoids and go romping off through the countryside, trashing cities 
and each other. The Zentraedi have their own array of hardware, which 
is equally destructive, and just as much fun to watch. Later episodes 
introduce more alien races, more gadgets, and more outrageous Japanese- 
style carnage. 

There are several other Japanese series dealing with giant robots, most 
of which never make it to the States. Interested parties may check their 
local comic shop for anime magazines, or try hitting a comic or sci-fi 
convention and asking around. The entire Robotech series (the American 
version) has been re-released here in the U.S. and copies are probably at 
your hometown video store. 


Coming to America 

Ten years ago, Jordan Weissman and Russ Babcock developed a 
boardgame based upon the mechanized combat in Robotech and other 
Japanese series, like Destroyer Joe. Rather than attempt to portray the 
fantasy combat of the cartoons, a grittier approach was adopted, reflect- 
ing life in a period of deteriorating technology and declining respect for 
human life, and BattleDroids was born. George Lucas’ lawyers took 
offence at the name and it was quickly changed to BattleTech, and the 
rest is history. 

The boardgame dealt with battles between two forces, generally num- 
bering around four BattleMechs apiece. It was designed to be a “beer 
and pretzels” wargame, a light diversion that was fun to play and didn’t 
take a lot of brain-power to have a good time with. The game was a 
smash hit and now boasts players around the world. It has spawned a 
role-playing game, more additional sourcebooks than you can shake a 
librarian at, several computer games, a revolution in Virtual Reality, and 
a series of science-fiction novels. 

But, this is a computer game magazine, right? What about the games? 


Computer Gaming Arrives 

The first BattleTech computer game was The Crescent Hawk’s 
Inception. In this game, the player plays Jason Youngblood, who is 
undergoing MechWarrior training on a world in the Lyran 
Commonwealth. The Kuritans attack and quickly take over the world, 
leaving our hero wandering in the wilderness bereft of home or 
BattleMech. The task is to somehow get ahold of a Mech, reunite the 
Lyran loyalists and set off in search of a lost Star League supply cache, 
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from which you can place a long distance call to the Archon and get help. 

The mechanics of the game allowed a top-down view of the player and 
his surroundings. During combat, the player plotted movement of his 
men and Mechs and selected a menu choice to begin the turn. The com- 
puter then played the turn through in phases. It was a pretty fun system, 
and while it didn’t follow the boardgame terribly closely it had some nice 
tactical elements, especially when the fight moved into the cities. 

The great downfall of the game was a series of meaningless puzzles 
that the player had to solve once he managed to find the cache. They did- 
n’t have any rhyme or reason to them, and quite frankly were more time- 
consuming than challenging or entertaining. At any rate, the game was 
— and still is — worth playing up to the point where the cache is discov- 
ered, at which point one can always reset the game back at the beginning. 

The sequel to Crescent Hawk’s Inception was The Crescent 
Hawk’s Revenge. In this game, the player once again took on the char- 
acter of Youngblood, now the commander of the Crescent Hawks merce- 
nary unit. While trying to determine the whereabouts of his father, Jason 
gets his unit caught up in a border struggle between the Lyran 
Commonwealth and the Draconis Combine. Many of the famous units 
from the BattleTech fiction appear in the game, including the Kell 
Hounds. In addition to an excellent variety of BattleMechs, infantry and 
tanks are also utilized in the game. In fact, if the player continued the 
game long enough, he could even hope to lead his forces against the 
invading Clans. 

The big failing of this promising game was that the combat system was 
extremely difficult to manage. The game was designed to provide the 
player with the experience of Company-level command. This meant that 
the player could only provide limited orders to the forces under his com- 
mand, and that they would perform them to the best of their abilities. The 
best of their abilities, however, wasn’t much. The forces didn’t appear to 
be all that bright. Maybe they were trying to tell us something. The 
game had some good points, though, and the ability to command a wide 
array of weaponry against a variety of enemies made the game worth 
playing. 


First Success 
By far the most popular version of BattleTech to make it to the hard- 
drive yet has been Activision’s Mechwarrior. The first BT game to 
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adopt a combat simulator approach, MechWarrior was a lance-level 
game with the player directly controlling his BattlkeMech and the comput- 
er controlling all the other mechs, including the mechs on the player’s 
side. The player could issue commands to the other Mechs in his lance, 
but they were fairly abstract. Basically, you could tell your guys to go to 
a point on the map, shoot at a particular enemy mech, or stand on the 
other side of the hill and waylay anybody that came by. The best thing 
was that the Mechs usually knew what to do depending on the particular 
mission, making the commander’s job a lot easier. 

MechWarrior also included a rudimentary role playing storyline, but 
it was never implemented to the point where it really made a difference in 
the game. In the story, the player was Gideon Braver, heir to a noble 
family on the planet of Ander’s Moon in the Federated Suns. A rival 
family has committed an atrocity and pinned the Braver family with the 
crime. They have also raided the Braver estate, killing everyone and 
forcing poor Gideon into exile. With only a small fortune in C-bills and 
his uncle’s beat-up old Jenner, Gideon sets out to find the evidence that 
will clear his family’s name and bring those responsible to justice. This 
involves following clues that will lead the player throughout the Inner 
Sphere, building up his mercenary lance, and facing the infamous Dark 
Wing, the lance that was hired to kill his family. 

This game is a lot of fun, and while it is limited by its EGA graphics, 
minimal choice of BattleMechs, and virtually non-existent terrain, it still 
lurks on my harddrive. The Mechs now move at lightning speed on my 
486, and since there’s no way to slow it down, I have to tank up on coffee 
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before I can play it, but it’s worth it to drive my little Locust behind the 
enemy lance and rip their legs off with the machine-guns. 


Online Mech 

The Activision MechWarrior engine lives on in Kesmai’s Multi- 
Player BattleTech on GEnie. Here, players take on self-defined roles as 
either members of a House military or mercenary unit. Combat between 
mechs is conducted using the old EGA system, but the other members of 
your lance are real people. In addition, there is a Solaris module, where 
players can engage each other in arena combat. Quite a few more mechs 
have been added, as well as some other bells and whistles that weren’t 
included in the original game. Finally, the player’s actions play out ina 
much larger context, because the planets can actually be captured by rival 
Houses, making each mission a little more important than one might ini- 
tially think. The Houses actually go to war with each other, with a mem- 
ber of the House doing as much damage as he can, with the ultimate pur- 
pose of capturing the enemy’s Capital world, or other strategic location. 


Shareware Mech 

On the shareware/public domain scene, one of the most interesting 
items to be found is a freeware game called MechWar. It’s a fairly close 
approximation of the boardgame, and while it takes many liberties with 
the rules, it has a nice editor that allows the player to come up with new 
designs and it has a small following of fans on the /nternet. Best of all, 
it’s free, so you certainly get more than you pay for. 

SS/’s entry onto the giant robot battlefield, Cyber Empires, met with 
some limited success. I’m not sure why it didn’t catch on much better, as 
it certainly delivered the goods it promised. CE presented the struggle 
between five warring factions for some god-forsaken world in the middle 
of nowhere. The battles were fought using cyborgs. True to SS/’s fine 
tradition, they went and made a wargame out of it, with the players 
expanding their territories and building factories to build more cyborgs to 
get more territory, etc. That wasn’t too bad, but the AI was pretty easy to 
beat and when placed on a higher difficulty level, the game simply cheat- 
ed, doubling the output of its territories. 
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The battles were the thing, though, and CE had a pretty neat system to 
play them out with. A top-down view was provided on a split screen, one 
half of the screen used for each side’s forces. This allowed head-to-head 
play, albeit only on the same computer. As the battle commenced, all 
forces save the ones piloted by human pilots were controlled by the com- 
puter. The player simply hit the button for the appropriate orders (there 
were only three: Stand and Fire Retreat, and Charge!) and lit into the 
enemy. A variety of terrain and units were portrayed, including fortified 
command points and a little cyborg called the Dragon that spit napalm 
and was a terror in the confined environment of a city. 


Big Guys 

Throughout humanity’s history of storytelling, the giant has been a 
prominent theme. While they take on many forms, ranging from the clas- 
sic brutish humanoid to raging dragons, they all have in common incredi- 
ble power matched by their immense size. The stories in which they 
appear, however, are human stories. They chronicle a human’s quest to 
cope with something far more powerful than him- or herself, be his task 
to destroy it — as David’s was to destroy Goliath — or to somehow learn 
to co-exist with it. 

If you take the mythical giant, which is well-defined in Fantasy terms, 
and transform him into a role suited for science fiction, you have the 
BattleMech. Standing twelve meters tall and tipping the scales at any- 
where between twenty and one hundred tons, the BattleMech represents 
the coupling of humanity’s fascination with the giant archetype and peo- 
ple’s lust for individual destructive capability. Weighed down with as 
much firepower and armor as its alloy frame and fusion engine will carry, 
the BattleMech is designed to be the ultimate fighting vehicle of its time. 
In short, it inflicts the most amount of nastiness at a specific point on the 
battlefield in the shortest amount of time. 

However, the story is still about us humans. Just like “Jack and the 
Beanstalk” was about a young man’s adventures with the giant thrown in 
for special effects, these stories are not about the giant death machines 
themselves, but about the men and women who pilot the giant machines, 
who fight and die in the battles of the far future.() 
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INTERVIE 


ame designer. Producer. Lead programmer. Development. 
List one of the four on your business card, and you’ve made 

it into the elite, inner circle of the entertainment industry. 
You’ve become one of the few who makes fun for a living. 

Making fun, though, isn’t nearly as easy as it seems. Just ask anyone 
who’s there. 

Put one of the four on your business card, and you’ll soon hate all 
forms of take-out food. You’ll begin to wonder what a clean apartment 
looks like. You’ll fantasize about pillows and sleep. Your car will 
become a mobile garbage dump filled with last week’s printouts and 
piles of bug reports from the beta-test team. Your keyboard and com- 
puter will become the enemy, staring at you day after day after day. 
Meanwhile, you try to remember in the only way that you can: 

In the end and as the product rolls out the door, it inevitably is. 
However, in that middle ground, where designers try to force their imag- 
inations onto a limited machine, it can be immensely challenging, often 
in the strangest of ways. 

In this new series on designers, their challenges and their solutions, 
Strategy Plus talks to Vince De Nardo, producer and co-designer of 
Interplay’s recently released Castles II: Siege and Conquest and 
learns why power lines, parking lots, boats and people make him cringe. 





Brenda Garno/Strategy Plus: In the beginning, what did you hope to 
accomplish with the CD-ROM version of Castles II: Siege and 
Conquer? 
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Vince De Nardo/Jnterplay: | wanted to expand the product from the 
educational standpoint. I was a British history major in college, and this 
was one of the periods that I was most interested in. So, what I started 
to think of was, “How can we take the CD and expand outside the game 
market and appeal to a more general public that wouldn’t normally pick 
up a computer game?” 


The first task was to get some documentary material. I contacted the 
BBC and went through over a hundred hours of their educational materi- 
al on castles, castle building and things like that. I ended up boiling it 
down to about 30 minutes on different aspects of castle building. Then, 
of course, we had to come up with some way to store that on a disk and 
play it back, and I didn’t want to make it such that you had to buy an 
MPEG board /a video card with a chip that decompresses and quickly 
plays back video images] or spend money on special hardware. I want- 
ed to appeal to anybody that walked into a store. So, we needed to come 
up with some routines for capturing, compressing and playing back full- 
motion video. We wanted to go full screen, because everybody else was 
doing little, tiny windows. The people that I was trying to reach were 
people that watch television. They’re used to full screen and full 
motion, not little, tiny windows. 


S+: So the challenge was to come up with the routines that would allow 
you to run full-screen, full-motion video without the assistance of special 
hardware or four gigs of memory? 


Vince: Definitely. In fact, one of our real crackerjack programmers 
here, Paul Edelstein, devoted a lot of his time to just creating routines for 
capturing, compressing, scaling and playing back full-motion video. He 
got that up and running fairly quickly, and that really allowed everything 
in the project to come together. 


S+: Why was the video such a problem? 


Vince: Well, we decided to take 10 historical castles and wanted them 
to have some educational significance and some actual game play value 
so that one castle had a different effect than another castle. So, we con- 
tacted the British Tourist Authority (BTA) and got a bunch of photos 
from them. Then we had to take a lot of the photos we got from the 
BTA... and you would think, “Hey, these would be great pho- 
tographs.” They were nice pictures of the castles, but there were people 
in them and parking lots and cars and boats and power lines. So the 
problem was, “Now, look, let’s show these castles off, but let’s allow the 
player to look at the castles and not the guys playing tennis next door.” 
It was unbelievable, hilarious. The castles were there, but they didn’t 
look gorgeous. Bill Fisher, the head of QuickSilver who worked on this 
with me, we had so much fun doing it. It was so great, watching these 
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castles come to life. It was a major rush. We felt so good. Then, seeing 
the final results, people would look at it and say, “Oh wow, that looks 
nice.” Bill and I would just look at each other and kind of chuckle. 


S+: Yeah, there aren’t many parking lots or tennis players known for 
their historical or medieval significance. How did you get the pictures 
to fit the product? 


Vince: We got Adobe Photoshop. We had to take every one of the 
photographs and massively retouch them to capture the essence of the 
castle but remove all the extraneous material. That took us about two 
weeks of intensive work to eliminate the parking lots, the power lines, 
the boats that were hiding the castle and the incredible shadows that 
wiped out a wall. The photos look great now. That’s because we put a 
massive amount of work in, allowing you to concentrate on the photo- 
graph of the castle and not on all the extraneous materials there. 


S+: How long did it take for you to complete the project? 


Vince: It took about 15 months because we were frequently coming up 
with new programming routines that we had never used before. The full- 
motion video was a real challenge, trying to work out the bugs in that 
and just figuring out what the best way to capture movies was. 
Originally, it was going to take us 6 weeks to capture a half hour’s worth 
of film. By the time the product was finished, we could capture that bit 
of film in two days. 


S+: How did you get it down to two days? 


Vince: We just came up with better algorithms, and we kept buying 
new equipment that was better. Over the period of time that this was in 
development, new hardware was coming out that allowed you to capture 
more quickly. Originally, we were going to be capturing using a sort of 
QuickTime movie process which took a lot of time. We ended up with a 
bank of 486s that would scale on the fly and were used to compress on 
the fly. We also didn’t have a lot of hard disk space. These things are 
huge. Each frame is almost a meg, and when you’re looking at 15 to 30 
frames a second and a 1.5 minute movie, you have tremendous storage 
problems. What we ended up doing was setting up this bank of comput- 
ers. We would capture frames, and while we were capturing the frames, 
we were scaling and compressing the frames we had already captured 
and then we’d discard them. In a day, everything we captured would 
then be moved to the net and erased so we could capture the next day’s 
batch of product. We had net problems, too, transferring things back 
and forth. We had storage problems and slow down problems. We 
eventually set up our own network, strictly for the digitizing room, to 
process the images so we wouldn’t interfere with people doing e-mail 
back and forth and things like that. Mostly, we were able to go from a 
six-week process down to almost overnight, but it took new hardware 
and figuring out algorithmically how to do it and coming up with more 
efficient routines. 


S+: Did the intro pose any problems? It’s clearly different from the 
original Castles’ welcome. 


Vince: For the intro, we had our sound guys put together a multitrack 
recording. Originally, the introduction was all printed text with comput- 
er art. Our sound guy, Charles Deenen, who is just really one of the 
stand-outs in the entire field, really liked the project. He took the studio- 
recorded dialog and did the background sounds. Now, when you see a 
picture of a town, you hear all the background sounds of it as well. He 
layered dogs barking with clanking swords with people talking, and 
then, as you’re told about King Charles’ death, you hear the messenger’s 
footsteps going through the hall and you hear the door opening. He 
started layering in these sound effects and once he started, he just kept 
going and going and going. He ended up with a 2.3 minute piece of 
multitrack recording that was much more than the intro art as it turned 
out. 

Unfortunately, it ended up that we had over-produced sound and 
under-produced art, but we didn’t have the time to go back and redo all 
the art for the intro. We have since come up with a complete full- 
motion introduction that goes along with the sound, but we’re going to 
have to wait to retrofit it into the next release and upgrade the movie 
player routines so that we can get 22 kHz sound and full-motion video. 
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Right now, it’s very difficult to get the two together. We’re still work- 
ing on the technological aspects of that, and we’re hoping to go back and 
put a new introduction in that matches the sound that was created. 


S+: What sort of new technology really interests you that we haven't 
seen in a game yet? 


Vince: | am intrigued by voice recognition. | think that is a revolution 
that nobody is really taking too much use of. We’ve done it with Star 
Trek. All new computers are being sold with MPEG chips, or will soon 
be. This will be a major revolution. You’ll be able to give broadcast 
television quality to people. Right now, when you look at full-motion 
video that’s software driven like ours, the quality isn’t up to the broad- 
cast medium. The user is going to notice that. Of course, computer peo- 
ple will appreciate it. “Hey, I’m getting full-motion video without any 
additional hardware.” But, you need to expand beyond computer people. 


S+: Expanding upon your market is one thing. But, why do you think 
people need to see their computers as televisions? 


Vince: One in three households have computers. That just came out 
recently in the newspaper. Those people are not computer people. You 
have to consider those people as VCR people that aren’t really techno- 
logically oriented. They’re television oriented. The fact that they have 
computers means it’s now up to us to show them that a computer is 
more than just something to balance your checkbook on. I think voice 
recognition and MPEG standards built into the computer are two major 
steps in that direction. To enable somebody to sit in front of their com- 
puter and just talk about the things they want to do, that just takes you so 
much closer to making that experience life-like. You’re talking to some- 
one who can understand you, and even though it’s a computer program 
that’s taking what you’re saying and interacting with you, as far as the 
user is concerned, it is someone who’s listening to him and understands 
what he is saying. Even if you know it’s a program, your suspension of 
disbelief is big enough because it just feels natural. When I am looking 
at full-motion, full-screen video and talking and hearing people talk 
back to me and seeing the results of things I am saying and interacting 
with the computer, it’s real. It’s a real experience. Forget this virtual 
reality bullshit with the helmets and the gloves. Who’s going to do that? 
I’m not going to put a helmet on. I’m not going to put gloves on. 
However, I am willing to talk to a screen, and it will not be static if I can 
talk to and interact with it. 


S+: Do you really think that the future “box on top of the TV” is a 
viable medium? 


Vince: Yes. Interactive networks, everybody hooked up to that cable 
box. When you can use that to order movies, download computer 
games, do your checking and banking, do your shopping... when all of 
that is integrated, that is how people are going to live, through that box. 
For us to do computer games at /nterplay and then bounce them off a 
satellite or deliver them via fiber optic cable to people’s homes, that’s 
just the real future of our industry.) 
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This month: 


The Hex Discussion 
continues and a D-Day 
Overview for Wargamers 


Quote of the month: “Too much success is not wholly desirable; an 
occasional beating is good for men — and nations.” 


Alfred Thayer Mahan, 1879. 


ardon me while I do a quick recap: back in the July 
el Command Post (issue #42) I went on a tirade against the 

use of hex grids to govern movement and combat in com- 
puter wargames. I also described the existence of what appeared to 
be an excellent mathematical model for computerized combat that 


had been developed over a decade ago by a recognized authority for 
use by the NATO armed forces. Then, in issue #44 (July), SS7 game 
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designer Norm Koger responded to my ranting at some length, giv- 
ing a good, solid comparison of the design considerations involved 
in both hexgrid-based games, and in my espoused less-traditional 
method. Koger’s comments were so reasoned that editor Steve 
Wartofsky introduced the Rebound feature wherein they appeared as 
“Koger puts a hex on Beaderstadt.” 

This is exactly the kind of dialogue I’ve been hoping to foster 
here in Command Post (it’s also an ego boost for me to know that a 
major-league figure considered my comments intelligent enough to 
deserve an answer <G>). However, while Norm’s response 
explained why it’s easier to work with hexgrids than with some 
other system, I’m still not convinced that another approach is either 
impossible or impractical. In his own reply to Norm, Steve 
Wartofsky suggested the possibility that the justifiable use of hex- 
grids in wargames will someday come to an end. Myself, I’m will- 
ing to concede that the home computers of a decade ago didn’t have 
the capacity to make use of a more realistic system; however, I still 
suggest that Steve’s “someday” has arrived and that it’s time for 
programmers to regroup. I further grant that Col. Dupuy’s system 
may not be entirely suitable in its present form for commercial uses, 
but I wonder just how much time has been spent in evaluating its 
adaptability. Or, if not the Dupuy system, what about other alterna- 
tives? The absolutely worst thing that can happen to the hobby is 
for the programmers to adopt a bunker mentality, hanging on to 
hexes (and other conventions) merely because they work. Frankly, I 
hold the possibly heretical position that wargames haven’t advanced 
very much in the last decade. Sure, they’re prettier and sound bet- 
ter, but is this innovation, or merely enhancement? 


You’re the Tops 

Onward. I’ve received a letter from Ron Charlton, of Pittsburgh, 
PA (enjoy your 15 minutes of fame, Ron!). Responding to my 
write-up about the US Naval Institute and their book catalog (July, 
#44), Ron agreed with my opinion (which is always nice to hear), 
and had the following recommendation: “...I have found one publi- 
cation that ties in nicely with computer wargaming, Command mag- 
azine (P. O. Box 4017, San Luis Obispo, CA 93403). I can’t say 
enough good things about this publication. Each article has exten- 
sive, detailed maps and graphics showing the placement of engaged 
forces. There are also Orders of Battle for the forces described in 
each article. This wealth of information is great when one is design- 
ing scenarios to be used with various computer wargames now on 
the market. Command is available as a “newsstand” edition or as a 
“hobby” edition. The difference is that the “hobby” edition comes 
with a boardgame based on one of the feature articles from the cur- 
rent issue.” Ron also suggested an additional source for Orders of 
Battle, but it looks like it might be a private residential address, and 
I'll have to check it out before telling you about it. Anyway, thanks 
Ron! 


Hitting Normandy 

Moving on once again, please remember that you the readers, and 
I the writer, are caught in a time warp. It’s through the vagaries of 
the publishing game that this particular column is going to be print- 
ed in the September issue, which goes on sale in early August 
(maybe even late July!), even though it’s being written in early 
June. As such, it may seem strange when you read this that I’ve 
been thinking a lot about D-Day, lately. With all the television cov- 
erage of the 50th anniversary celebrations, and a mother-in-law who 
was in the Royal Air Force during the Blitz (and who’s visiting her 
family in England at the moment), I suppose there’s no avoiding 
such musing. One thing I’ve been thinking about is just how hard it 
is to put the Normandy Invasion into its true perspective. Time 
Magazine’s cover story, for instance, was about Eisenhower, calling 
him “The Man Who Beat Hitler,” and the television networks have 
been drilling it into the national consciousness that June 6, 1944, 
was “The Beginning Of The End.” Well, Ike certainly was the over- 
all commander, but the British have been known to point out that 
Montgomery, among other “foreigners,” was also involved. The 
Russians, for that matter, might claim that Marshal Georgi Zhukov 
was in the running for the title, and that “The End” actually began in 
the rubble-covered streets of Stalingrad. Now, none of this is meant 
to denigrate the Allied entry into France, nor especially the men 
who made the actual assault. It’s just that I’m a little tired of the 
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media’s efforts to use real heroes and their sacrifices as a way to 
increase ratings and sell more protective undergarments and cheese- 
burgers. By far, the best program I saw was the Bill Moyers piece, 
filmed some five years ago for Public Television, where the camera 
just followed the veterans around and the microphones caught their 
voices as they reminisced to their families and to each other. | 
guess it’s the historian in me. 


Tanks! 


Sorry for that extended aside. What I really meant to do was to 
segue into a brief description of wargames for the computer that use 
the last year of the European war as a backdrop. The most famous, 
at the moment, is one that hasn’t even been published yet, 
Microprose’s Across The Rhine. This WW2 tank simulator 
promises to be one of the biggest hits (fingers crossed!) of the year 
(see our preview in the March $+). Now that the SS controversy 
seems to have died down, maybe we can all enjoy it as a game. 
Speaking of tank simulators, there’s also Deadly Games’ M4 game, 
just out. Frankly, this one left me a little flat. I found the interface 
to be rather, well, let’s just say that using a mouse for almost every 
operation did not encourage the illusion of sitting inside a cramped 
turret. The graphics were ho-hum at best, and indecipherable at 
worst. Possibly OK for the beginner, this sim is definitely not for 
the grognard. Still speaking of tanks, there’s SS/’s Wargame 
Construction Set II: Tanks!. Although this self-contained game 
and construction kit covers armored warfare from its inception to 
modern times, I’ve chosen to include it because of its intrinsic abili- 
ty to depict WW2 armored warfare as part of a technological and 
evolutionary process, rather than as a stand-alone event. Two of 
360’s V For Victory series, Utah Beach and Gold, Juno, Sword 
are more conventional, hex-based wargames that deal with the 
Normandy campaign directly. These two titles were very well 
received despite several bugs, but have been hurt lately by “The 
Feud That Will Not Die” between publisher 360 and designer 
Atomic Games (the end result of which is that each party pretty 
much disavows responsibility for product support). 


More D-Day 

A happier story is that of Jmpressions’ D-Day, the latest entry in 
their MicroMiniatures system, but with several customer-suggested 
improvements. This game is strategic in scope, while descending to 
the tactical level for individual battles. The territory covers the 
Normandy beachheads themselves and goes all the way to the 
Rhine. As such, it comes closest to being the D-Day commemora- 
tive game. Fortunately, it’s also a pretty good game in its own right, 
and I recommend it. An unknown quantity is D-Day 1944, part of 
the European Theater Of Operations series by Arsenal Publishing. 
Currently due for October release, ETO will be strategic in nature, 
covering France and Belgium at 10 miles per hex, three days per 
turn, on the divisional level. The time period covered ends on 15 
September 1944, which seems a little odd but I'll reserve judgment. 
Also coming is Operation Overlord, by Virgin. 


Air Power 

Changing venues slightly, there’s LucasArts’ Secret Weapons Of 
The Luftwaffe, including its many add-ons. Despite its title (and 
age), SWOTL does an excellent job of depicting the last year or so 
of the European air war, especially in its campaign mode. The CD 
version includes all add-ons, plays directly off the CD and saves to 
one of your floppy drives. Seemingly in direct competition with 
SWOTL is Dynamix’ Aces Over Europe, which seeks to continue 
the success of Aces Of The Pacific, but with improved graphics. 
AOE also limits itself to the last year of the war, and concentrates 
on depicting fighters, in contrast to SWOTL’s more-inclusive 
approach. 


CD Rentals 

Changing subjects, and not necessarily wargame related, I’ve 
been told that Blockbuster Video is running a pilot program in the 
San Francisco area of renting out computer games on CD. I’d 
appreciate it if someone in the area could check it out and let me 
know the details, if true. As always, you can reach me via 
Compuserve e-mail or on the Compuserve “Gamers” forum at 
address 73243,1257, or through the $+ snail-mail address.) 
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0.0.P.'s 
Strategies of 
the Month 


***TF you have just purchased Grandest Fleet 
you may notice that the size of the cities 
{| that the computer player has are growing at 
nearly the start of the game. It seems that 
the computer is given an edge. Well you can do 
the same thing. You can take tech and resources to build 
up your cities. So, go for it, and out produce your 
sharp computer opponent. ** In the "Bismarck-Tirpitz" 
connection" battle, the key for the British is destroy 
those two grand battleships. If they survive with 
support ships they'll decimate your fleet. Subs and 
carriers should do the trick. ** In the "Battle of 
Suriago Strait", the Japanese side should drive up the 
right side to "Tacloban" with the majority of their 
forces to command a victory. At the same time hold into 
"Cebu" for as long as possible with subs and cruisers. 
If you can take "Tacloban" and hold "Cebu" for 7-8 
turns, you probably will win. Don't lose sight of the 
U.S.'s hefty fleet with super-destroyers just east of 
Suriago. They could be a considerable threat to 
Cantilan. 





***T'm(Bruce Williams Z.) totally addicted to 
Br this game - not being a bridge master this 

game presents a significant challenge to me. 
Olympiad If you enjoy Bridge or even thinking about 

learning bridge you'll love Bridge Olympiad. 
It's hard to give bidding tips or general strategies in 
this monthly column for Bridge Olympiad. Bridge is so 
wide open to suggestions on play. The game is great and 
we think that you will agree. 

***Play all battles, both sides, to really get 

The the feeling of how to beat the computer 

player. He's tough. All things in strategies 
Wargame should be taken into consideration. Player 

mode, tactics, grand strategies, victory 
points, casualty rate, all play a somewhat equal part in 
winning. A wonderfully simple game that wargamers will 
have a feast with. 
***Soon to be released!!! The artificial 
intelligence is our big challenge and also delay 
in shipping. The new aircraft and airports will 
be of significant importance in blasting those 
pesky enemy artillery. The elephant tanks in 
PGII are like moving forts. And so much more. We can't 
wait to get this to you folks. Its sheer enjoyment. 


Q.Q.P. 495 Highway 202, Flemington N.J. 08822 
(908) 788-2799 
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ON BATTLE! 


Marc Dultz Examines the Units of Battle Isle 2 


inpanning for gaming gold can be a tricky proposition. 
Fortunately, with some stout-hearted dedication, a little tin- 
horned intuition and the right level of sunblock, a prospec- 
tor’s dreams of striking it rich are aptly rewarded. Jewels in the 
software stream do exist; it’s just a matter of knowing where to pan. 

An example of this is Blue Byte’s Battle Isle 2 (BI2). This par- 
ticular wargame contains a wide variety of unit types, scenario para- 
meters, and external forces that when factored into the overall equa- 
tion provide for some intriguing tactical dilemmas. Since BI2’s unit 
types are extremely similar in nature to contemporary combat vehi- 
cles, many of the pertinent aspects of modern combat can be extrap- 
olated and applied to the disposition of forces in the game. 

What follows are some culled nuggets of tactical advice that may 
help promote Mister Tacticians into Master Strategists. Good luck 
prospectors! 





Fill ‘er Up, Mister? 

Unlike many computer wargames, BI2 takes into account the 
expenditures of both ammunition and energy levels of combat units. 
As one might guess, a stranded armored contingent that has exhaust- 
ed its energy and/or ammunition supplies is, in reality, all mass and 
no muscle. 

A shooting war at the Forward Edge of the Battlefield Area 
(FEBA) therefore, where nearby replenishment centers are more 
readily available, is of minor consequence, since battered units can 
be and should be rotated off the battlefield for refit when the units 
are near exhaustion. Conducting mobile operations in the enemy’s 
rear is a much more dangerous prospect, since friendly gas pumps 
and gun shops are oftentimes much too far away to be of much use. 
Successful play hinges upon leapfrogging objectives (the successive 
capture of enemy camps) or the proximity of supporting logistical 
units. 

Two of the most critical vehicles comprising BI2’s logistical tail 
are the Algol Tanker Vehicle and the Alcor Ammunition 
Transporter. Since these vehicles can retrofit depleted units rapidly, 
they should be positioned as far forward as possible, preferably a 
few hexes behind the FEBA, but safely tucked out of harm’s way. 
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Mlustration #1: In example #1, both the Alcor and Algol are resupply- 
While the Algol is also resupplving the Pulsar, the 
Alcor has maximized its resupply capability by servicing not only the 


ing both Buggies. 


Buggies but two Technotrax and a Ranger unit. 


60 





Ideally, these vehicles should be caddy-cornered and placed at key 
road junctions. In such a manner, two depleted units can receive 
resupplies of both ammunition and energy (see illustration #1). 

Keep in mind that on any given turn both of these vehicles can 
resupply several units if they sacrifice their movement allowances 
and remain at their initial starting locations. In such a manner, units 
can be resupplied continuously and returned for frontline duties. On 
the other hand, if the tankers and transporters must drive up to 
stranded units, they may only resupply a single unit. A tall price to 
pay for slovenly planning. 


Rolling Out the Red Carpet 

The crux of BI2’s scenarios surround the capture and occupation 
of various Titan-Net or computer controlled facilities or the preven- 
tion of same by the enemy. It is important to keep in mind that of 
all the various units in the BI2 Order of Battle, only three unit types 
are capable of actually performing turnkey operations to capture a 
facility. The vaunted footsoldiers come in two flavors: the Demon 
131 Light Battle Robots are the basic snail-crawling grunts, while 
the Troll 142 Elite Battle Robots are an up-scale version, capable of 
performing some anti-aircraft operations. Occupation of buildings 
can also be handled by the more flexible Rangers, the highly mobile 
Reconnaissance Patrol units. 

In a highly fluid situation, where capture may occur while an 
ensuing armored engagement is still raging, facilities should be 
seized with the Rangers. Their valuable mobility affords a com- 
mander the luxury of retaining these troops in secured areas until 
such time as they are required to advance and exploit available 
opportunities. In situations where the outlying region surrounding a 
facility is relatively quiet, I recommend seizing buildings with the 
footsloggers. Leave the Rangers either in reserve or operating 
ahead of the armored concentrations, where they can best utilize 
their long range reconnaissance ability and quick-capture capability. 

Demons and Trolls are useful on defense, especially when they 
are hidden behind friendly facilites. In such a manner, facilities can 
be recaptured from the enemy without ever firing a single shot, 
picking up some extra booty in the process. 
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Mlustration #2: A Demon is lurking behind an unoccupied friendly 


installation. By allowing the enemy to occupy the facility and then 
retaking it, the invader has himself become the victim. 


Strategy Plus 


Another point to consider is that when enemy forces are threatening 
a facility, and no friendly footsoldiers or Rangers are locally avail- 
able, combat should be focused on identifying and destroying 
enemy occupation forces. An offensive lacking occupation forces is 
easily doomed. 


From the Rear, March! 

Combat operations can prove a vexing state of affairs if conduct- 
ed in a disorganized manner. Although no preparatory bombard- 
ment phase (prep fire) has been integrated within the structure of 
BI2, players should commence offensive or defensive operations 
with this aspect of combat in mind. Fixed fortifications, such as 
Skull Bunkers, Ionstar Gun Towers and Medusa Anti-Aircraft Gun 
Emplacements should fire first, since their targets of opportunity 
and/or range may be limited. Mobile artillery that have limited tran- 
sit capability such as the Menhir Z4 Fast Train, the Anacona Z2 
Armored Train or the longer range Excalibur Z3 Rail-Mounted Gun 
are ideal candidates for further prep fire bombardments, since their 
range is less constrained. 

The next category of prep fire units are those that can move with 
few restrictions and fire without fear of retaliation. For ground 
assault, naval assets like the Hydra Torpedo Boat, the Polar C-6 
Cruiser, the Zenit MBS-19 Battleship and the Titan N2 Aircraft 
Carrier come into play. Other assets include the Pulsar A3 Artillery, 
the Sting Rocket Tanks, the Archimedes Rocket Launchers, the 
Ghost FB-3 Stealth Fighters and the Guppi H2 Transport 
Helicopters. The Comet FP-42 Anti-Aircraft Tanks are useful all- 
purpose vehicles since they can hold their own in ground combat or 
deter an airborne threat. Finally, because of their ability to scoot, 
shoot and scoot again (offset, of course, by their limited ammunition 
stocks) the fragile Buggy Reconnaissance Vehicles should be 
released into battle. 

Once the long range fireworks have fizzled, it’s time for the 
armored fighting vehicles to roll in. Of course certain factors such 
as experience points, unit strength and proximity to the battlefront 
are of prime concern. Assuming all things are equal, combat should 
be joined and prioritized in the following order; Nashorn Assault 
Tanks, Samurai-2 Main Battle Tanks, Technotrax Light Tanks, 
Trolls, Snake Armored Cars and then Demons. Although certain 
logistical formations can offer battle (the Spring 1 Transport Tank, 
the Sinus Repair Vehicle, the Alcor Ammunition Transporter and 
the Monolith Z6 Repair Train) they should only be pressed into ser- 
vice to obliterate a formation on the verge of extinction or if escape 
is virtually impossible. 


if it Doesn’t Fit, 
Force it! 

Force multipliers are an exceedingly important aspect of combat 
in BI2. As stated in the manual, combat elements should attempt to 
hem in enemy units to reduce their overall effectiveness, since they 
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are obviously concerned about engaging the enemy from several 
directions. Likewise, experience points play a considerable role in 
determining the outcome of conflicts, especially when net discrep- 
ancies between two opposing units are dramatic. Oftentimes less 
numerous, battle-hardened formations can overcome the natural 
odds if the enemy unit is green and untested. Units can build up 
their experience points artifically by attacking enemy facilities or 
destroying mines from a safe distance. 

Units with high experience point levels are exceptional choices to 
soften up enemy defenses. Conversely, green units should be used 
to finish off enemy formations, thereby receiving the added experi- 
ence points associated with the destruction of an enemy formation. 

Super Virus mines are especially useful deterrents, good at chan- 
neling enemy ground assaults, blocking road junctions, mining har- 
bors and waterways or forming rigid protective barriers. Since they 
unleash a blast when attacked within a one hex radius, I recommend 
that units with combat ranges of two or more be employed to deto- 
nate these devices. 

Super Virus mines deployed in harbors are useless against certain 
naval forces like the Hydra Torpedo Boats or Vader Landing Boat. 
Fortunately, they do serve as feasible barriers for other types of 
shipping, blocking the access routes of units like the far-ranging 
Patrix Patrol Boats (see illustration #3). Working in conjunction 
with a well placed Ionstar or Skull coastal battery or inhospitable 
weather conditions, harbors can be made virtually impregnable. 
Conceived with a little forethought, a well designed minefield can 
thwart a vastly superior naval force. Many times, the computer 
opponent will waste time destroying mines instead of going about 
the business of laying waste to other units. 


The Logistical Tale 

Certain units may never taste battle, but they are essential compo- 
nents of mobile warfare nonetheless. The Planum 5 Road/Rail 
Construction Vehicle and the Regio Fortification Construction 
Vehicle are prime examples. While the former can rebuild or 
destroy vital road/rail links and the latter can construct impediments 
both are sources of utter frustration if caught in the open and 
destroyed. 

Other rail-specific vehicles like the Dolmen Z1 Transport Train, 
the Monolith Z6 Repair Trains or the rail mounted artillery trains 
depend upon the Planum for upkeep of battered sections of rail 
and/or further construction of the rail net. Likewise, the Regio can 
build fortified encampments, useful when placed in conjunction 
with Super Virus minefields. 

Feeling the force is one thing; feeling Titan-Net’s force, quite 
another. Once unit strength has fallen below 25%, I recommend 
retiring the unit to the nearest repair facility for refit and repair. 
Valuable units possessing high experience point ratings can be 
squandered because of one’s failure to withdraw them. Conversely, 
exercise extreme prejudice when weak enemy units have been iden- 


Wlustration #3: At the start of the scenario, three Super Virus mines guard the northeastern approaches to the harbor. By extending the 


mines eastwards while the Hydra lays two more mines southwest of the harbor, a channel is constructed. Notice how the friendly Patrix 


Patrol Boat can only pass through one hex in the minefield. 


Strategy Plus 
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HINTS & TIPS 
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Illustration #4: In one of the earlier balanced scenarios, Strategist Harris has been ordered to launch a massed offensive to secure a centrally located 
port facility. Unfortunately, a trap by Titan-Net forces awaits as soon as Harris drives out of the starting blocks. Before and after pictures illustrate 
the starting position and subsequent defense-in-depth strategy chosen that should whittle down Titan-Net’s forces, leaving them ripe for counterattack. 
Super Virus mines have been abutted next to encampments, although the road north has been left unmined. Up front, heavier vehicles like the Samurai 
and Technotrax will absorb the initial blows. To the rear a Snake sits on the road ready to transport infantry forward when the counterattack begins. 
The Pulsar Artillery and Comet Anti-Aircraft Battery have been driven forward while several Buggies are sprinkled throughout the second rank in 
order to use their long range artillery and SS missiles. An Orion Radar vehicle has moved up for recon while the logistical arm has moved south and 
has been deployed along the east-west road. To the east, aircraft remain parked on the runway ready for Titan-Net's Air Force to appear. Lastly, 


Super Virus mines have been strategically placed in the harbor to channel the enemy's seaborne assault. 


tified and are attempting to flee for sanctuary. Combat assets 
should be directed at exterminating weakened units before they have 
the chance to rally and repair. Of course, if the enemy has a rejuve- 
nating facility nearby, it may be prudent to allow as many enemy 
units to reenter the plant and then capture it. Again, this tactic can 
produce dramatic results especially when unit availability and pro- 
duction caps become stumbling blocks. 

While I’ve already touched upon the ramifications of field 

deployed Algol and Alcor Vehicles, I’ve yet to discuss the balance 
of the transport/repair fleet. Comprising the Atlas Transport 
Vehicle, the Spring | Transport Tank, the Sinus Repair Vehicle, the 
Rex Repair & Transport Ship, the Shell S3 Transport Submarine, 
the Vader D-1 Landing Boat, the Spectrum Tanker Plane and the 
Crux Transport Plane, these vehicles are the heart and soul behind 
successful long range combat operations. 
The land transport fleet is able to shift forces rapidly from rear areas 
forward or from front to front, while the naval logistical contingent 
provides either Roll-On Roll-Off (RO-RO) or at-sea repair capabili- 
ty. Aviation logistical assets have a heavy lift transport capacity, 
but care must be taken to provide accompanying fighter escort since 
they sport no weapons. In point of fact, all of these units are 
extremely susceptible to enemy gunfire and should never stray near 
active theatres. 
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Illustration #5: Notice the highlighted reconnaissance range of the 
Orion Radar Vehicle. Keep in mind that although vou may be able to 
spot Titan-Net’s dispositions he may not have a clue to yours. 
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Look But Don’t Touch 


Certain unit types have an extensive reconnaissance range far 
superior to the average combat vehicle. Units such as the Orion 
OR-3 Radar Vehicle, the U.H.U. R-51 Reconnaissance Plance and 
the Rune Radar Emplacements provide full visibility upwards of 8 - 
10 hexes. Obviously, units able to discover the whereabouts and 
disposition of enemy troop concentrations are high priority targets. 
I recommend that these units maintain distances of at least 5 hexes 
from enemy land based units, providing them with some degree of 
freedom in their efforts at gathering information. 

Understand that although you may be able to see Titan-Net’s dis- 
positions, he may be working with blinders on. Conversely, unless 
you've disabled his long-ranged radar apparatus, it may be you 
wearing the blinders. Radar installations are high priority targets 
for both sides, so guard yours jealously but destroy his mercilessly. 


In the Navy! 

The war on the high seas takes on dimensions all its own. When 
one considers that so many different unit types have been included 
and the fact that battles are being waged in a much more fluid (pun 
intended) environment, it’s tough to coordinate battles with any 
degree of certainty. Numerous seaborne vehicles such as the Patrix 
Patrol Boat, the Mowe SX-1 Speedboat and the Hydra Torpedo Boat 


Illustration #6: Vader Landing Boats, standing down in the harbor to 
receive some infantry. The highlighted hexes delineate their range of 
movement which includes several land based hexes. 
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HINTS & TIPS 


sport fast attack capability, making them excellent candidates as 
raiding parties. 

Generally, the larger capital ships (such as the Zenit MBS-19 
Battleship and the Titan N2 Aircraft Carrier) and repair and trans- 
port ships (Vader D-1 Landing Boats, Rex Repair and Transport 
Ships and the Shell S3 Transport Submarine) shoud be kept in open 
seas, surrounded and protected by mid-sized surface ships (such as 
the Polar C-6 Cruiser) while the quicker surface craft (Patrix Patrol 
Boats, Mowe SX-1 Speed Boats, Hydra Torpedo Boats) and the 
Orca U7 Hunting Submarine should make maximum use of their 
speed and stealth and attempt to wreak havoc upon the enemy’s cap- 
ital ships. Because the Zenit Battleships, for instance, can stand 
well off shore and bombard positions from as far as 8 hexes away 
they make excellent long range artillery batteries. Titan-Net is also 
aware of their value, so commanders should guard these capital 
ships vigilantly. 

Avoid frittering away one’s complement of Vader Landing Boats. 
These useful all-purpose craft are not only capable of traveling 
along waterways but can travel inland as well. As such, these units, 
especially when transporting Demons or Trolls, are extremely valu- 
able since in a single turn they can off-load infantry which can then 
move and capture unguarded facilities or destroy high priority tar- 
gets. 


High Anxiety 

Aircraft, like their naval and ground based counterparts, should 
be segmented into two classifications. One group should be consid- 
ered the fast attack element while the second should be regarded as 
either the bombardment or logistical support element. The former 


group comprises the Ghost FB-3 Stealth Fighter, the Genom J1 
Fighter Plane, the Exterminator Fighter Bomber, the Sperber TB-4 
Sea Plane and the Dragon H1 Battle Helicopter. The latter group 
includes the Stormbringer High Altitude Bomber, the U.H.U. R-51 
Reconnaissance Plane, the Spectrum Tanker Plane and the Crux 
Transport Plane and the Guppi H2 Transport Helicopter. 

Again, the logistical element should be limited access to the 
FEBA, since their mediocre movement allowances prevent them 
from escaping any marauding fast attack aircraft. Bombardment air- 
craft should be brought forward to the FEBA after air space over the 
target region has been secured or emergencies preclude their hasty 
use. 

Not only should the skies be cleared of enemy fast attack aircraft 
but maximum effort should be expended at destroying land-based 
and naval based anti-aircraft batteries. The Ghost FB-3 Stealth 
Fighter used in conjunction with the Dragon H1 Battle Helicopter 
are ideal weapons of choice at creating safe air corridors for the 
bombardment group to pass through. 

Lastly, the Crux Transport Plane is capable of air dropping 
infantry behind enemy lines. Useful information especially if land 
or naval offensives have stalled and there are no other means of 
securing specific objectives. 


The Veil of Secrecy 

Of course, BI2 possesses its own Skunkworks of sorts. Several 
secret military weapons are under development, their specifications 
and types only implied but never actually discussed in the Weapons 
System Manual. But hey, I’ll leave those babies for a future exami- 
nation.L) 








BREAKING THE BATTLE ISLE 2 


MAP CODES 


Battle Isle 2 is not only a huge game, as Blue Byte Software puts it, but a long game. We thought it might be nice if players had access to all 
of the battle scenarios contained in the game instead of playing through each scenario as scripted. With Blue Byte ’s help, we developed this 
list of scenario passcodes that will enable players to choose a scenario to their liking. Enjoy! 


Campaign Game 


Level Code Map Size (hexes) 
I. AMPORGE 24x16 
2. JOGRWAI 24x24 
2. GEGIDOS 32x16 
4, WABODAE 32x24 
5. BUFASWE 32x40 
6. GEHAUWA 40x40 
fa OLARIBU 56x40 
8. FITORGE 56x64 
9. DAFATWA 40x40 
10. WABIKDO 40x40 
ao GEEUSAT 40x40 
12. KAIMAWA 40x40 
3. SIETIBU S2xa2 
14. GEDEROM 40x56 
15; ULUARGE 32x24 
16. ABUNDWA 48x56 
17. LANADGE 24x16 
18. WAFEFAL 48x48 
64 


Multi-Player 


Level Code Map Size (hexes) 
l YETUDWA = 56x48 
ps WAGOPAY 48x48 
3. ZAFLUGE 48x48 
4 SKATZWA = 40x40 
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BATTLE 


WILL FIGHT 
IN THE PIZZA. 


WE WILL FRGHT 
IN THE COOKIES. 


WE WILL FIGHT 
IN THE COLESLAW. 


WE WILL NEVER 
GIVE UP. 


WINSTON ANTHILL 
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Introducing a new regular feature column: 
On War by Michael K. Robel 


hat is the application of actual tactics to computer war 
games and simulations? Is there any application? In this 
series of articles we will look at how to apply tactics to 
three different types of simulations. 

One reason for the popularity of wargames is for the hobbyist to see if 
s/he can do better than the professionals in similar situations. This natu- 
rally leads many hobbyists to study the art of war with much the same 
depth as the professional managers of violence (sometimes more). 





Starting Off 
In this series of articles, we will examine many subjects, all aimed at 

improving the player’s understanding of the art of war and to successful- 
ly aid him on the electronic battlefield. We will use selected simulations 
and games to examine these principles, but the purpose of each article 
will not be to provide specific hints and tips on how to do well in the 
example games; rather, it will be to address professional theory on strat- 
egy and tactics. We will start small, with individual vehicles, then move 
onto platoons and companies, then battalion and higher level units. 
Some of the detailed subjects we will examine will be: 
Gunnery 

How to analyze terrain for offense and defense. 

Forms of maneuver, formations, and movement techniques. 

How to conduct attacks 

How to defend. 

How to synchronize your actions to place maximum combat 

power on the enemy. 

Tricks or strategems of war. 


66 


There are many factors applicable to wargaming. To name only a 
few: formations, principles of war, the military aspects of terrain, 
movement techniques, all of which pertain to simulating war in one 
way or another. Principles remain relatively constant through the ages, 
although the application of them varies with different types of weapon 
systems of course. These principles pertain to games as well, although 
their application may again vary, based on the game system employed. 
Different, though similar, tactical applications are required for games 
which simulate individual weapon systems, use hexes, or are free play 
in nature (i.e. without hexes or other characteristically boardgame-tra- 
ditional wargaming features). 


Why Al Needs to Develop 

At the same time, the nature of wargames, particularly those with 
only computer opponents, prevents many tactics from having any 
effect on the course of a game. This is because many games are com- 
mitted to single courses of action, or else proceed on a generally ran- 
dom strategy. Therefore, many actions you might take which would 
cause a human opponent to change his or her strategy will probably do 
nothing to affect the game play of a computer opponent. In this 
respect, many computer wargames are nothing more than arcade 
games; once you learn how such games react, it is easy to beat them. 
Nonetheless, as computer AI improves, the tactics we’ll be discussing 
here will no doubt have real effects on play. 
Wargame Break-Down 

First, we will examine the various types of games we will be using 
in our study of the art of wargaming. In this series, we will examine 
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Now get all the drama and excitement of life in the big leagues with 
anew PC game from the makers of award-winning Football Pro. 





COLORADO ADMITS TEAM 
MANAGED BY COMPUTER 





With no manager in sight, the 
team was forced to admit that 
they've been managed for the 
last year by a very powerful 
computer program: Front 
Page Sports Baseball. The 
program’s Manage-only mode 
is great for trying out your own 
strategy, playing head-to-head 
with other players or against 
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the computer. Switch to Arcade 
play and take as much control 
as you want over pitching, 
batting, fielding and base 
running—at Basic, Standard 
or Advanced skill levels. 
During the season you can 
play all the games you want, 
switching from Manage-only 
to joystick jockey at will. 





PRO EDITION 


BASEBALL 
SEASON 


STARTS TODAY! 








GREATEST LINEUP EVER — OVER 300 
STATS FOR EACH PLAYER 


It happens every Spring. But for you it can level or on the disabled list, and 10 in the low 
happen any time. Because nothing brings you —_ minors. So you can work with players not just 
closer to the game than Front Page Sports for a season, but for their entire careers— 
Baseball. Whether you want to just play the from the minors to retirement. 


game, manage a team, or both, you get to 
make the calls. And with 500 statistics on 
each MLBPA player, there’s plenty to base 
your decisions on. 

Front Page Sports Baseball \ets you field 
48 teams in one to three leagues. What's more, 
you can have 50 players on each team— 
25 on the big league roster, 15 at the AAA 








Wind turns game into home run derhy See page 3 
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surprise Move Stuns Fans, 
Mayor To Investigate 


In a surprise move, New York switched leagues 
today. The change of allegiance was perceived by 
many as an obvious attempt to capitalize on the fan 
appeal of a direct rivalry with the city’s other team. 
Fans already were speculating what it would be like 
watching a player like Bobby Bonilla face the other 
league’s pitchers. According to sources, Front Page 
Sports Baseball made the team’s move easy. 
League play can be configured for up to 48 teams 
in one to three leagues. Talk around the league 
centered on what it would be like to have Toronto 
and Atlanta in the same league and division. The 
move might be completed as early as next week. 


OAKLAND CALLS UP TWO arty sper ee 


next couple of at-bats. The team’s some coach backed up his statement by 


Looking for extra offense after in AAA, or in the low minors. 

ee saying that a player’s perfor- gam 
eight losses in their last 10 games, You can also make player trades mance in Baseball is determined ——_a 
Oakland has called up two 300 between the end of post season by ratings based on actual ae ee ee 
plus hitters from ther AAA play and the August 31 trading statistics. Performance factors i a 
team. Key inthe decision was deadline. Take over all the include situational ratings, 


= including left-handed and 
the fact that Front Page Sports _roster decisions for your team rit fionde Viet 


Baseball lets you have extra or delegate some or all of them pitchers, home and away 


players on the injured list, to the computer. games, clutch situations, and Rotoscoped animations give players life-like 
monthly performance records. action at bat and in the field. 





High resolution graphics put you in the batter’s box for realistic pitcher-batter duels. 
Games played in 3-D replicas of 12 top stadiums. 








Coaches and teammates alike were unanimous in their support of Barry Bonds, 
saying he’s always been a streak hitter and will probably start connecting in his 
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DUAL SPORTS STAR 
Se eee eee] LOOKS ANEAD TO 
yy pi SHASIV 


y Meee itte Fes ee RR. ee , . As exciting as Front Page Sports Baseball is, it’s no wonder 
eee ee a : i coaches are saying two-sport sensation Deion Sanders is itching 


Bream, Sid 


aierehitl. Wamene 2 2 . ; > for the football season to begin. After all, the same folks who have 
cf sanuars, metee 2 : é e025 translated all the excitement of Football Pro into Front Page Sports 
: 3 eball Baseball are busy working on the next release of the pigskin’s best 
rendition. It will include new rules such as the 2-point conversion 
and 30-yard line kickoffs, plus the 1994 NFLPA players and team 


rosters. Be sure to look for all the details in your box of Baseball. 


CHICAGO T0 HOST BASEBALL'S BIGGEST STARS 


League officials promised today to release the site of this year’s mid-season showcase. All 12 of Baseball’s realistic, 3-D stadium models 
are contenders. Officials admitted the stadium choice is really up to the user. The computer chooses teams based on actual player perfor- 
mance. With all the stars in baseball, the action is sure to be felt all the way into the upper deck. 


WIND 10, 
PITCHERS 0 


In an amazing game showing the effects of high winds, 
Toronto and Oakland traded home runs, combining for a 
total of ten. Mark McGwire, Ruben Sierra, Terry 
Steinbach, Rickey Henderson, John Olerud, Paul 
Molitor, Roberto Alomar and Joe Carter all contributed 
round trippers. It could only happen in a game like Front 
Page Sports Baseball where temperature, humidity, wind 
and rain are all part of the game. So you get all the unpre- 
dictability of Mother Nature—as well as the chance to 
display your own skills. In fact, ball flight is based on a 
real physics model. Where and how far balls are hit is a 
true combination of pitch speed and the swing of the bat. 
The better you are, the better your team does, 


Terry Pendicton 
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Develop your own team dynasties using Major League Baseball Players, 
making trades, managing your team roster and the careers of all your players. 
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VCR- like controls for instant replays mile sure you caivle every bit of the action. 
Watch from virtually every angle in the stadium. 






Fans all over the country are clamoring for their season schedules to start 


planning the games they'll personally attend. Fortunately, Front Page Sports ac 


Baseball makes it easy to generate calendars for all regularly scheduled games. 
What’s more, detailed box scores are provided for simulated games so you 
can find out what happened and how every player did. A special one-pitch 
mode lets you view just the critical pitch for every at-bat. In minutes you 


can review the key plays of an entire game. 





NETWORK TOUTS 
NEW EQUIPMENT FOR 


INSTANT REPLAYS 


The best part of watching a game at home is the 








instant replays. Thanks to Front Pages Sports Baseball, 
this year’s instant replays are going to be hotter than 
ever. Multiple camera angles are available for every 
ball put in play. Special controls even allow you to 
follow the ball so you track its every move as each play 
takes place. VCR-like controls let you slow down, 
speed up, and even reverse the action. Save unlimited 
replays to create your own game highlight films— 

or put together highlights for the entire season. 
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WHO'S ON FIRST? «esse. Ullirists predict baseball will one 


Get the baseball game with all the strategy 
and action of the big leagues. It’s 
a round tripper for anyone who loves 





baseball. To get the complete score, 


day he played hy robots 


Pointing to advances in cybernetics, several futurists have predicted the game 
will one day be played by robots. Until then, Baseball can be played on a 386/33 
MHz or higher IBM-compatible computer with 4MB RAM with EMS, MS-DOS 


call 1-800-757-7707 and ask for D840. Ss — ae 5.0 or higher, VGA, hard drive, and a 1.44MB 35" HD floppy drive or CD-ROM 
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player. A mouse, joystick, and sound card (most supported) are recommended. 
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tank simulators and land warfare games, ranging in subject from pla- 
toon and company to operational level games. We will not examine 
aircraft or naval simulations. Few, if any, aircraft simulations model 
operational aspects of the aerial campagin. Naval warfare, while simi- 
lar to armored warfare, has markedly different applications of the same 
principles, mostly due to the homogeneity of the environment which 
naval war takes place in. 

There are two or three general types of games, with several sub- 
types. These broad types fall into (for lack of better terms) hexless and 
hex-based games. Hexless games include MicroProse’s M1 Tank 
Platoon (MITP), Spectrum Holobyte’s Tank, Empire’s Team 
Yankee Series and Campaign II, 360’s Patriot, and /ntergalactic’s 
Universal Military Simulator IT (UMSII). We are all familiar with 
hex-based games from playing manual board games as well as com- 
puter games. These include such games as SS/’s The War Game 
Construction Set II: Tanks (WGCST), Tigers on the Prowl (TOP), 
360’s V for Victory (V4V) Series, and many others. 

Games of course run the gamut of the spectrum of warfare: 


Individual and small unit simulations — M1TP 

Tactical simulations (company through brigade or division — 
WGCST ) 

Operational simulations (division through army — Patriot) 
Strategic simulations (national level — Third Reich) 


Combat 
Resolutions 

Even more, we have various ways of applying the effects of 
weapons systems to a game. Some — especially the small unit games 
— apply the effects of individual weapon systems at tactical levels, 
and also allow the player to occupy one or more different types of 
fighting vehicles. Others aggregate the effects of large numbers of 
weapons systems and apply such effects in complex patterns to obtain 
a realistic engagement result. 

Other games develop aggregate unit values for units and resolve 
engagements essentially by die rolls, but may include significant num- 
bers of modifiers for terrain, weapons systems, weather, morale, and 
so forth. These effects may be modeled over tactical or operational 
scales. 





So Far 


As we all know, these different methodologies have been applied 
with various degrees of popular or critical success. Some methods 
have been bold, but flawed in their execution, and others have been. 
well... terrible. In any event, this series of articles will attempt to 
show you how to apply the above-mentioned principles, techniques, : | Sumer: Poland 
and tactics to triumph over your opponent, whether computer or wad nl | peti 
human.) patie Chis 


Me Hex: M3 
Land Front: East 





Mike Robel was a supply officer serving in the Persian Gulf War. 
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The Wargame Construction Set Il: Tanks 
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ORIGAMO 





he designers of Origamo claim it is 
“the most addictive puzzle game 
since Tetris.” The statement is a 
strong one, and though Origamo tries, it does 
not quite meet such expectations. Origamo 
is a puzzle game which takes inspiration from 
origami, the Japanese art of paper folding. 
Like Tetris, it involves a series of geometric 
shapes which fall into a pit. When enough 
shapes exceed the pit’s capacity, the game is 
over. Additionally, you can clear space in the 
pit by completing certain levels of a puzzle. 
Urgency is created by the increasing frequen- 
cy with which new shapes enter the pit, and 
by the value of bonuses proportional to the 
speed of puzzle solving. 


Culture Maze 

Each of the puzzles in Origamo is con- 
nected by a framework of cultural themes 
within a maze. The game begins at one end 
of the maze, and your goal is to navigate to an 
exit. Each section of the maze is a new room 
of challenge, which contains three Origamo 
puzzles. 

Each puzzle requires you to select puzzle 
pieces and move them to the geometric tem- 
plate in the main section of the screen. The 
template is often the shape of an animal or 
symbol, and has an angular outline so that 
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combinations of shapes will cover it com- 
pletely. When the template is successfully 
covered, the player earns points and can pro- 
ceed to the next puzzle. 

The shapes/blocks enter the pit horizontally 
on a conveyor belt. At the bottom of the 
screen is a receptacle or horizontal pit and 
also a small area labeled The Dump. The 
shapes enter at the bottom right corner of the 
screen, and pile up from left to right. At any 
given moment, users will have a variety of 
pieces to choose from, and they can be rotat- 
ed before being placed. If the pit begins to 
get full, time can be bought in two ways: 1) 
Each puzzle is divided into a number of lev- 
els, denoted by common markings which pat- 
tern certain portions of the template. 
Completing a level only partially completes 
the whole puzzle, but will clear the pit. 2) By 
moving a piece from the receptacle to a dump 
area, you can clear some room in the pit. The 
interface supports intuitive play; the primary 
mouse button selects and places a piece, and 
the secondary button rotates it. 


In Your Way 

There are a few key obstacles in Origamo. 
First, the user must finish the puzzle before 
the pit fills. Second, the dump area can only 
be used for up to 50 pieces. If you dump 50, 
the puzzle ends and you lose points. Thirdly, 
depending on which setting you play at, time 
constraints will affect the scoring. 

The strategy in Origamo is to fill the tem- 
plate without painting yourself into a corner. 
Remember when you left those deep alleys 
open in Tetris, and kept praying for one of 
those 4 x 1 red rectangles to fall? Origamo 
can lead you into the same trap. As you paint 
the template with the colored shapes, you 
could get to the point where only one shape 
will fit the remaining uncovered area. This 
seemed to happen commonly with the small 
triangles. Because they are the cardinal 
pieces, they could be used to completely fin- 
ish any puzzle by themselves. All of the 





other pieces are simply combinations of the 
small triangles. 


How’s it Look? 

While Origamo does not have a great deal 
of animation or fancy cut scenes, the graphics 
and music are both very nice. The pictures 
have a very crisp look to them. The music is 
similar to the tunes in Tetris because they are 
pleasant and unobtrusive background songs. 
Unfortunately, the catchy sound effects didn’t 
operate consistently on my PAS16, and tend- 
ed to disappear after a few minutes of play in 
each session. 


Tetris it’s Not 

I doubt many will find Origamo quite as 
addicting as Tetris. Each room in the maze 
offers only three puzzles, and the maze is the 
same in all inflections of the game. The vari- 
ation is the way in which you place the 
blocks. Origamo can be frustrating at times 
because even a good strategy still places the 
user in the hands of the random block genera- 
tor’s whim. Granted, Tetris has the same 
constraint, but the pit in Tetris is a more open 
tabula rasa, giving the user greater power in 
placing and clearing the blocks. The act of 
“cleansing levels” in Tetris may also be more 
therapeutic to some than the sometimes 
chaotic “building of shapes” in Origamo. 

Nevertheless, gamers that enjoy Tetris 
may want to give Origamo a try. I had fun 
playing it. It is a solid game and certainly 
more original and addicting than the puzzles 
in Jnterplay’s Russian 6 Pak...) 

Bernard Dy 


Designed by: Destiny Software, 
Published by: QQP 

Requires: IBM 386 or compatible, 640K 
RAM, hard drive: 5.8 MB 

DOS 5.0 or above 

Graphics: SVGA (640 x 400 x 256 colors) 
Sound: Sound Blaster and compatibles 
Supports: keyboard, mouse 
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everal years ago when Bruce 
Williams Zaccagnino first formed 
OOP, he and Thurston Searfoss 


combined their talents to create The Lost 
Admiral. One of QQP’s initial products, 
TLA’s clean design and lack of random com- 
bat results produced an intriguing rock-paper- 
scissors game of tactical naval warfare. TLA 
received the critical acclaim it deserved, 
though its commercial success was perhaps 
limited by its lack of slick graphics and sound. 
Now Zaccagnino & Searfoss have gotten 
together again, to produce The Grandest 
Fleet (TGF), a sequel to TLA whether QQP 
wishes to call it one or not. 


TLA Sequel 





current standards in graphics and sound. 

Enough of aesthetics, gameplay is what is 
key here. TGF is not an interactive movie, 
and it isn’t a multimedia event. TGF is a 
gamer’s game. 


Plethora meets Rodan 

As with so many QQP products, the player is 
offered a plethora of options in setting up sce- 
narios. Nine different set maps are offered, but 
there is also a random map option. Each of the 
prefab maps has a historical scenario attached, 
or the player can use these maps to play ran- 
dom scenarios by choosing other options such 
as length of the game, random or set combat 
results, number of initial build points, and com- 
plex or simple super ship rules. There is also 


the choice of playing a campaign of two or 
three scenarios linked together. There are 
twenty-one levels of computer AI to confront 
the player, and a modem option so that the arm- 
chair admiral can try his hand at beating a little 
wetware once the AI ceases to challenge. 

After all settings are decided upon the player 
chooses his starting city or cities, then buys 
and places his initial forces. There are a limit- 
ed number of different units to choose from, 
which helps to keep play clean. From carriers 
and battleships to PT boats and troop trans- 
ports, all told there are ten different kinds of 
standard ships to choose from, plus bombers 
and forts. 


Fast and Bloody Hell 

Once everything is set up, play begins. 
TGF is turn based. First one player moves, 
then both sides fire any units in range of the 
enemy (firing is considered simultaneous), 
then the second player moves, and both sides 
fire again. Battles tend to be fast and bloody 
with the two fire opportunities per turn. After 
a player has moved his units he has a chance to 
build up both his cities and his forces. 

Here is where TGF outshines TLA. In the 
new game cities produce culture points in 
addition to materials. The player uses these 
culture points to improve his cities. 
Improvements can be both martial (for exam- 
ple, airfields and shipyards) or social (such 
things as opera houses and downtown areas). 
Social improvements increase the victory point 
worth of a city, while martial improvements 
add additional military capabilities. 

TGF can be played, basically, without these 
cultural points having much effect, if the play- 
er so chooses. By selecting short scenarios 
most cities will not have time to develop many 
improvements. For instance, in a ten turn sce- 
nario if the player wants to build a shipyard, it 
will take until probably turn three to accumu- 


Like TLA, TGF is a tactical naval 
wargame, somewhat abstract in its execution. 
Play occurs on a map of an oceanic area dotted 
with islands containing cities. At its very core 
TGF is about controlling these cities. Cities 
produce various materials which are used to 
build new ships, as well as yielding turn by 
turn victory points to the controlling player. 

Cosmetically TGF is far superior to TLA. 
Super VGA or VGA graphics plus digitized 
sounds put the game in the running for the 
casual “Gee, this looks pretty good” consumer. 
No, it still isn’t going to win any awards, but at 
least it doesn’t look inferior compared to the 
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Designed by: Bruce Williams Zaccagnino, Thurston Searfoss 
Produced by: Quantum Quality Productions, Inc. : 
Systems: IBM PC EE, 
System Requirements: 386sx minimum processor, 3 meg ram 1687 VP/Turn 
(SVGA), 2 meg ram (VGA), DOS 5.0+, mouse, 9 megs hard disk 
space (approx) 

Graphics: VGA, SVGA 

Sound: Adlib/Soundblaster 

Supports: Modem, null modem 

Players: 1 or 2 

Copy Protection: Look-up word in manual (page x, line y, first word). 
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Only one fleet will be left afloat in this thrilling 
masterpiece from QQP. Experience the grueling 
campaigns, the agony of defeat and the exhilaration 
of VICTORY!!! Develop cultural resources and 
manage the growth of your population. Allocate 
natural resources to build missile sites, radar 
stations, shipbuilding facilities and SUPERSHIPS. 

It is up to you to destroy your nemesis... 

or end up in Davy Jones’ Locker. 





MODEM PLAY (A QQP Hallmark) 

City Economics-Cultural and Industrial aspects 
Campaign Play 

Player History 

A wide selection of ship types 

Random Maps-unlimited variation 

A truly challenging Al 

Battles Include: Falkland Campaign, Battle of 
Northcape, The Bismark-Tirpitz Connection, 
Surigao Straight, Yamamoto’s Trap, etc. 

Plus some “What if” Battles 

A tactician’s and strategist’s delight!!! 


Reader Service No. 39 


“The Grandest Fleet” computer game is 
for IBM PC. It can be obtained through 
your favorite retailer or call: 


1-908-788-2799 
or by writing to: 
QQP—495 Highway 202 
Flemington, NJ 08822 


Copyright 1994 Q.Q.P. All rights reserved. 
IBM is a trademark of International 
Business Machines. 












COUNTRY CLUB 
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late enough culture points to start building it, 
and then it will take five turns to build. So the 
shipyard will be ready on turn eight of ten at 
the earliest — hardly worth bothering with. 
On the other hand, empire building fans may 
wish to play an unlimited length game (until 
one player is annihilated). In this situation 
learning what to build and when to build it 
becomes almost a game in itself. Ignore your 
cities early in the game and later on you will 
regret it. At any rate, it is this sort of choice 
that gives TGF both lasting play value and an 
appeal to a broad range of gamers. 

Back to the game. Once cultural points are 
spent the player uses material points to build 
new ships. There are three different materials, 
referred to as technologies, resources, and 
atomics. Each ship has a specific cost in each 
area, and cities themselves can be grown using 
these assets, thus making them more valuable 
and causing them to produce even more mate- 
rials in the future. Many tough decisions will 
face the gamer, such as whether to funnel 
materials into building up a city under siege, or 
whether instead to build warships to send in to 
break up the siege. 


A Material Victory 

After the ship building phase the next play- 
er’s turn begins. Play proceeds in this fashion 
for the duration of the scenario, and then victo- 
ry points are tallied and a winner of this battle 
determined. If playing a historic scenario, 
players now switch sides and try their hand at 
running their former opponent’s navies. 
Victory points are combined from both battles 
and an overall scenario winner is determined. 
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If playing a campaign, the attacker must meet 
certain further victory conditions (which vary 
with the campaign) in order to proceed. 
Failure to fulfill these victory conditions 
results in a loss and an end to the campaign, 
regardless of the victory point totals. As in 
TLA, a win brings with it a certain number of 
notches which accrue towards a promotion for 
the player. At higher ranks the player will 
begin all battles with a special flagship. The 
higher the player’s rank, the better the flagship. 
This to me is a curious concept — affording a 


_ Software has gone the world- 
over to convert some of the finest 
golf courses so that you can play them on 
your computer anytime of the day or 
night. Each is faithfully reproduced in 
exacting detail to make you feel like 
you re playing the actual course. 
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player a larger advantage as he becomes more 
skilled at the game, and so has less need of any 
special handicaps. 

What really makes TGF interesting is (as in 
TLA) the rock-paper-scissors aspect. 
Assuming the player doesn’t choose random 
combat results (an option when starting a sce- 
nario) a given unit type will always do a set 
amount of damage to a given opponent. For 
instance, a sub will always do four points of 
damage to a battleship, and five to a cruiser. 
Now, add the fact that a battleship does no 





e call these renditions our LINKS 

Championship Courses. With 
Pebble Beach® our newest release, we now 
feature a line of twelve world-famous 
courses besides Harbour Town, featured in 
LINKS 386 Pro™, and Torrey Pines, included 
with LINKS® and Microsoft Golf®. 
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damage to a sub, but the generally weaker 
cruiser will hit the sub for three points, and 
you start to get a glimmer of the intriguing 
relationships in the game. Add the fact that 
many units have special abilities (for instance, 
PT Boats can see submerged subs) and you 
have a rich gaming environment with no luck 
thrown in to muddy things. In some ways, 
TGF plays more like a game of chess than a 
conventional wargame. 

Now toss in the superships. Superships are 
enhanced versions of standard ships (there are 
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super transports, subs, destroyers, battleships 
and carriers) which cannot be initially pur- 
chased. In order to build them the player’s 
cities must have built certain facilities. And 
again the game offers choices — either simple 
or complex supership rules. With the simple 
rules superships will start appearing very quick- 
ly, but with complex rules many facilities must 
be built before a city can start churning out 
superships. In general superships are just big- 
ger, stronger versions of the standard ships, but 
each also has a special ability (i.e super trans- 
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ports will repair nearby ships slightly, super 
battleships have an extra cruise missile attack). 


Beneath the Anchor 

Time to look at the downside. Like so many 
QQP products, TGF has an abysmal manual. 
It is totally disorganized and full of typos. 
Essential gameplay information is listed under 
a small strategy section, and other info isn’t in 
there at all, insofar as I can see. QOP has 
come far with its graphics and sound; I now 
politely suggest they turn their attention to 
their manuals. 

Also, I must add some anecdotal informa- 
tion. While the game has been rock steady for 
me (knocking on wood) there are reports on 
the nets of lock-ups for some people. A “lurk- 
er’s poll” tells me that most people with prob- 
lems have SoundBlaster-16 sound cards, but 
at press time I’ve been unable to confirm this. 
My guess is that by the time this issue of 
Strategy Plus hits the newsstands QQP will 
have fixed these problems, but potential buyers 
might want to confirm this. 

Discounting the rumored lock-ups and the 
shoddy manual, The Grandest Fleet is a qual- 
ity product. Its design is simple enough to be 
readily accessible while still providing enough 
depth to keep interest high. The twenty-one 
levels of AI range from simplistic to fairly 
tough, and once the AI is beaten the modem 
option extends value even further. It is not an 
ultra-detailed, super realistic wargame. It is a 
“beer and pretzels” experience aimed more 
towards the gamers in the audience rather than 
the historians. Recommended.|_} 

Peter Smith 
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D-DAY 


THE BEGINNING OF THE END 


1. You are hereby designated as Supreme 
Allied Commander of the forces placed under 


your orders for operations for liberation of 


Europe from Germany. Your title will be 
Supreme Commander Allied Expeditionary 
Force. 

2. Task. 


Europe and, with the other United Nations, 


undertake operations aimed at the heart of 


Germany and the destruction of her armed 
forces. The date for entering the Continent is 
May, 1944. After adequate Channel ports 
have been secured, exploitation will be 
directed toward securing an area that will 
facilitate both ground and air operations 
against the enemy. 


hese orders placed General Dwight 
D. Eisenhower in command of the 
Normandy Invasion which took 
place 50 years ago as | play this. Now they 
place you in command of the invasion force 
as you undertake the Great Crusade. 
Impressions’ D-Day: The Beginning of 
the End is a dual level operational and tacti- 
cal simulation placing you in command of 
four different scenarios. The first is the D- 
Day invasion itself. Scenarios also cover the 





You will enter the continent of 


Race to Berlin, the Normandy Breakout, the 
Battle of the Bulge, and Micro Miniatures. 
The game also requires the player to man- 
age resources by moving troops to the conti- 
nent, reinforcing divisions, and raising new 
units. You must also manage engineer, air 
and, naval support. Movement of troops from 
England is quite a challenge. You must man- 
age troops from assembly areas to the ports, 


Night June 13 1944 











load them onto transports, across the English 
Channel, and on to the front line. It is there- 
fore similar to High Command or Third 
Reich, but has the look and feel of Empire. 


A Day in the Life 

Each day consists of two turns. Movement 
is fairly typical. Click on a unit to select it, 
point on the hex you want to move to and 
click again. To conduct an attack, select the 
unit and click on the enemy unit you wish to 
attack. The game then asks you if you want 
any neighboring units to join in the attack. 
Aircraft can support ground combat, bomb 
cities, or engage in aerial combat. Combat is 
resolved one engagement at a time. 

After you are ready to attack, you are 
given an opportunity to play the miniature 
game or to let the computer adjudicate the 
battle. Movement procedures are identical 
to the operational game. The miniatures 
game is much like Walls of Rome in its 
interface. I found it cumbersome and did 
not use it very much, opting for the 
Autoplay options which gave me generally 
acceptable results. 

Each division has three counters (infantry, 
armor, and artillery) except for the airborne 
divisions which only have one counter. 
Airborne and Armor Divisions are smaller 
than straight infantry (which is historically 
accurate), but have more combat power and 


Strategy Plus 


more mobility. 


Take a Map 

The map is adequate, if uninspired. Allied 
pieces are all green and German are all gray. 
The only way to tell a unit apart is to click on 
it, which makes stack management difficult. 
A unit designation on the counter and differ- 
ent colored counters for the US, English, 
Canadian, Polish, and French units would 
have made it tremendously easier to choose 
and select unit. Still, it is good enough to 
fight with. 

The biggest problem with the game is the 
cumbersome interface. It is frequently neces- 
sary to designate a square by square hex for a 
path instead of just clicking on an end point. 
Infantry units move one or two squares and 
armor move up to four squares. Because they 
have bigger movement allowances, air and 
naval support is less bothersome. 

Choosing whether or not to play the minia- 
tures game for every engagement is very 
tedious. If you do not want to play that 
aspect, you select Autoplay for every engage- 
ment. I would like to have seen a choice to 
automatically go into Autoplay for the entire 
game. 

Documentation is excellent. It consists of a 
tutorial, a detailed campaign book, a minia- 
tures manual, and a fair combat history of the 
campaign. 
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Stand and Deliver 

The AI is nothing remarkable. The enemy 
will frequently stay and defend, even after it 
is encircled, when a human player would 
probably pull out to save his troops for anoth- 
er battle. The two player game will compen- 
sate for this. Of course, with people in the 
middle of your line, you are forced to attack 
them. However, the game did seem to mass 
troops along the Pas de Calais coast when I 
placed some afloat divisions there to see if I 
could threaten the flank, so it does seem pos- 
sible to conduct feints and deception opera- 
tions. 

I found the combat results questionable. 
Battles which I would routinely expect to 
result in a victory for the attack side at odds 
of greater than twelve to one (in some 
instances, thirty-two to one) coupled with lots 
of armor, artillery, and air support, usually 
produced nothing but a disruption. On the 
other hand, a 1:1 odds attack would frequent- 
ly produce a disrupted unit, so there is no sys- 
tem here I could figure out. 





In spite of the clumsy interface, lack of Al BATTLE OF: Bayeux 
and slow play, I enjoyed D-Day immensely {1 ALLIED TOTALS — MEN FIT FOR DUTY 
and it kept my interest throughout. Definitely bibtes _ 
recommended.) Infantry 16,400 0 
: <Units> 100 0 
Michael K. Robel — on 0 
<Units> 15 0 
, ; Arti 40 0 
Published By: Impressions _ me, o 0 
Designer: Edward Grabowski 
Systems: IBM and compatibles GERMAN TOTALS ~ MEN FIT FOR DUTY 
Requirements: MS-DOS 3.0+, 286+, Hard fictive leet 
Drive (4 MB), Microsoft Compatible Mouse, Infantry 3,640 0 
Graphics: 256 Color VGA Graphics ints 8 @ o 
; firmor 0 0 
Peripherals: Mouse <Units> 0 0 
Sound (optional): Adlib, Adlib Gold, Artillery 10 0 
<Units> 10 0 


Soundblaster, Soundblaster Pro, Roland 
Players: 1 or 2, no modem, E-Mail, or 


Network Support 


GERMANS WILL HOLD 
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GAMES MAGAZINE PRESENTS: 


WORD PUZZLES 








o here’s the setting. You’re seated 
on a five hour flight to nowhere spe- 
cial bookended by two Sumo 


Wrestlers in day-old loin cloths. The stew- 
ardess has shot down your invitation to the 
Mile High Club and today’s feature presenta- 
tion is about a successful terrorist skyjacking. 
The food stinks, the diaper-draped boys stink 
even worse and the nearest unoccupied bath- 
room is behind a bush 30,000 feet below. 
Fortunately, there are two bright spots. Your 
carry-on luggage includes your trusty laptop, 
but, more importantly, you’ve just installed 
Games Magazine Presents: Word Puzzles. 
Hey, bring on the hot coffee and the air pock- 
ets. Life’s not so bad after all! 
Seven Across - The Word 
Begins with an “S”: 
A Computer Game Magazine 
Good things do come in small packages. 
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Take Villa Crespo’s GAMES Magazine 
Presents: Word Puzzles (GMP:WP). 
Extracted from actual puzzles that have graced 
the pages of GAMES Magazine, GMP:WP is, 
essentially, five word games rolled into one. A 
compilation of Crosswords, Cryptograms, 
Double Crosses, Quote Boxes, and Word 
Scrambles, GMP:WP melds the best elements 
of typical paper and pencil word games with 
the natural bookkeeping capability of a com- 
puter. 

Crosswords are just like the name implies. 
Endless varieties of average complexity cross- 
word puzzles have been jam-packed into 
GMP:WP. Cryptograms, on the other hand, 
are an exercise in masochism. Players must 
reconfigure each letter tile to make sense out of 
the encoded gibberish. Quote boxes, represent, 
not surprisingly, deductions based upon famous 
quotations similar to Hangman. Double cross- 
es are a trickier proposition. Certain letter tiles 
to the solutions of word clues invariably respell 
a grander quotation. Guessing the right quota- 
tion before you decipher all of the word clues 
doesn’t hurt either. Lastly, Word Scrambles, in 
essence, are word searches with a twist. 
Solutions aren’t as easy to come by since 
answers can wrap around and use identical let- 
ter tiles, or be encrypted horizontally, vertically 
or diagonally. 

If beating the clock has always been a critical 
factor in your gameplay then take heart. Along 
with a built-in egg-timer, all of the word games 
include a History Display which tags and lists 
the ten fastest solving times for each of the puz- 
Zles selected. Set the alarm clock to a predeter- 
mined time and the ‘space’ race is on! 

Another nice touch is the ‘Solve Me’ button. 
Stumped on a letter, word or phrase too long 
and a simple button click lets you slide past 








your cryptographic nemesis. Invariably, even 
the most die-hard puzzle veterans will find this 
useful. 

Each type of word puzzle typically contains 
scores of different categories. In all, GMP:WP 
contains over 200 puzzles, insuring hours of 
unending, brain-teasing, mind-numbing, head- 
pounding (is that enough?) play. The attractive 
graphics are sufficient enough to keep the aver- 
age user’s nose buried in the game instead of 
pressed up against the plate glass window seat. 
Six Down - Five Words 
Beginning with “G”: 

A Top Notch Set 
of Word Games 

GMP:WP is the best of both time plagued 
worlds. Best served as a stress relieving, 
donut-dunking, coffee break sidedish, 
GMP:WP can easily double as a rainy day, 
nothing on T.V., picker-upper. The intuitive 
interface and easy-to-dive-in-and-play design 
provides lexicographers with endless hours of 
play value at a fraction of an airline ticket. 

Oh, and the answer to the second clue is 
GAMES Magazine Presents: Word Puzzles. 
I’ll let you figure out the solution to the first 
clue all by your lonesome. No peeking at the 
cover, please.) 


Marc Dultz 





Published by: Villa Crespo Software 
Systems: IBM PC 

Requirements: 386 or higher, 512K RAM, 2 
MB hard drive, DOS 5.0 or higher 
Graphics: SVGA 256 color, VGA or EGA 
Sound Support: Adlib, Soundblaster 
Supports: Mouse, Keyboard 

Copy Protection: None 

Players: One 
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Sprint® long-distance service just 
became more valuable - up to $159.90** 
more! Now, when you switch your 
latelaarom(elale bel ie-lal@-m aU (@cmcem) elaine 
you can select any Sierra game, free! 
After enjoying six months of high- 
olUre}ihavm(elaremeltye-lalqcmm ele matl-\meler-l hay 
for a second free Sierra game.*** 

Only Sprint can offer you a nation- 
ViVice (=m LOLOh(mel(elie-] mil el-1mre)e)d(emal-iauiela 
that provides the long-distance quality 
and reliability you need. Experience for 
yourself Sprint's “fiber-optic” clarity 
that makes both your long-distance calls 
and PC data transmissions crystal clear 
and virtually error free. 

Unsurpassed call and data clarity is 
just one of the many benefits you will 
enjoy as a Sprint customer. 


The Most® A Unique Calling Plan 

NY oldiaimevacclew-lamelalelecracte(claiccrem (elale ps 
elt yee Tarecmer-] |i iare Mm elt-lamerc] (tem M arom \U certs 
available now for all customers. The 
Most will save Sprint Customers 20 
percent off already low rates on calls 
rele amanreladam comuuarelii\icim elem c=] ance 


* 


idal-manres) emlaraieceliaceMiaiccisar-lelelar-] 
calls—even if the called person is with a 
competitive long-distance carrier. 

The Most will also provide an 
Plelcelsir-) dead olga cial m@eltvaelvlalmelam|| 
e-]itmcom)elsiai a miilliielacme)meit-] mm 
customers, anytime and anywhere. 

When the person you talk to the 
nares) Mlame- Me |\Ulamaarelaleamtw- i) elaiane 
Customer, Sprint will combine both 
discounts for an effective overall 
savings of 36 percent on calls to that 
number.**** 


' Save on Long-Distance When 


You’re away from home too! 

Sprint's FONCARD™ lets you continue 
to take advantage of long-distance 
calling and savings even when you're 
away from home. The FONCARD is free, 
with cards available for every member 
of your family. 


The Service You Deserve 

At Sprint, we make no compromises 
WVialclamiaree)aatcca comes) elclalel-]e] (cm elelevelare) 
service - we do it all; operator services, 


ANIGHT 


SINS OF THE FATHERS. 


# SIERRA 


directory assistance, customer service, 
cAVclaMlarieclalm@me@gcleiiamie)muvcelalemalelialel-le 
PAN ale -me (em lays. malele law. We l-\'2. 


Tom hy a Clerele-laniat= 

Your satisfaction is guaranteed: we'll 
fe)(e ae) om dal-maes)melm\uvica@aliaremelelm(elare 
distance to Sprint, and will even pay to 
switch you back if you are not completely 
satisfied. (Some restrictions apply.) 

SYomVial\marolarsie [ame] omielam)eldiaiar-lare| 
receive the clarity, savings and service 
you want while getting two Sierra 
games you enjoy? 


Sprint. 
SIERRA 


* Offer valid only in the U.S. and for new Sprint customers. 
Not valid for F ONCARD-only orders. One offer per 
household. Certain restrictions apply. 

** Retail value of Sierra Games. Offer valid on any current 
Sierra product with a retail value of $79.95 or below 
*** To qualify for a second game, the customer must bill $20 
per month in 3 of the first 6 months. 
**** THE MOST discounts apply to in-state/intraLATA calls 
only where authorized. 
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THE MAKING OF A KING 





Avaion Hill’s Kingmaker 








HINTS & TI 





o you have what it takes to be a King Maker? Not a 
> King, mind you. Not a mere puppet who sits upon a 

throne. NO! Do you have what it takes to be the power 
behind the King.? A maker of Kings? KingMaker (KM) by 
Avalon Hill will determine whether you have the right stuff. It will 
test your cunning, skill, treachery, willpower, and, dare we say, bru- 
tality. The game places you in the role of a King Maker, a leader of 
a faction dead set upon getting a royal heir, any royal heir, on the 
throne. As such, the object of the game is very simple: 1. Capture a 
royal heir. 2. Kill all other possible heirs. 3. Protect your heir at 
all cost. 4. Crown your heir KING (or Queen as the case may be). 
Bloodthirsty, yes! Easy, NO! 

This article will help you develop your “killer-instinct,” so that 
you too may be a King Maker. But first, a few caveats are in order. 
This strategy piece is written primarily for beginning to intermediate 
war gamers who have not played the KM the board game. The 
assumption has been made that true grognards (if you have to ask 
you aren’t one), don’t need any such help. As such, this guide will 
primarily deal with initial strategies to help get you over the KM 
learning curve. I do not intent to provide a detailed “win-every- 
time” strategy. Nor will I give away much in the way of how the 
computer AI will attempt to thwart your progress. What fun would 
the game be if you knew how to beat it? Why even buy KM if you 
just had to do X, Y and Z and presto-chango, you win. No, those 
secrets are safe, for now. Finally, this article is based on version 
1.51 of the USA — released game. Those with earlier versions are 
strongly advised to update. A patch is available on CompuServe, 
America-On-Line and GEnie. With the caveats now behind us, are 
you ready, Noble one, to be a King Maker? 


Starting on the Road to Success 

For your first game, I recommend starting with the advanced 
weather and plague options off, allocating your forces after the com- 
puter, and with three factions as opponents. While Avalon Hill 
claims that one faction is the easiest, I found that the wealth of 
“cards” you are initially dealt (nobles, titles, offices, ships and mer- 
cenaries) are bewildering. Five factions places your resources at a 
minimum and makes the ensuing game difficult to master for the 
novice. Three factions give you a good mix of cards and play bal- 
ance. Don’t be afraid to mark up the map Avalon Hill gives you. At 
the very least, circle the initial location of all royal heirs and begin 
to get a “feel” for the towns, cities and Castles near these heirs. 
How to Combine Your Resources 

Once the initial options are set, the next difficulty comes with 





Alan Fusco points out who we need to know in 


combining nobles, titles, offices and other resources in the most 
effective manner and then placing those nobles on the map. This is 
by far, the most important part of the game, so it behooves you to 
take your time. Remember the goal of the game: Grab an heir to the 
throne and KILL everything else. With this goal in mind, you must 
combine your resources so you can optimally capture a royal heir 
during the first game turn. This sounds bewildering, but Table 1 
does the hard work for you. Using this table you can determine 
which Noble (or resource) has the best chance of capturing a royal 
heir and what type of troop strength he will need to carry out that 
operation. 

When combining resources, remember the following guidelines. 
It is tempting to give a Noble like Percy, who starts with a troop 
strength of 100, an important office and a few mercenaries, to bring 
his troop strength up to 200-300. While such a strategy would make 
Percy a force to be reckoned with, that may not be the wisest choice. 
Consider, for instance, what would happen if Percy was stacked 
with Scrope (10 troops), and Howard (10 troops) and was then 
called away on “important” business! Your stack strength just took 
a beating, and Scrope and Howard have become extremely vulnera- 
ble to attack. Or worse yet, Percy could die in battle and all of his 
associated troops would be Jost. I found that the optimum combin- 
ing strategy is to try to even out each Noble’s overall strength. I try 
to combine resources so that each Noble has a troop strength in the 
50 to 100 range. This way, if a Noble dies in battle, is called away 
on business, or dies in a plague, the impact is minimized. Once the 
resources are divided up you, ideally, want to place your Nobles in 
such a position as to advance on an heir and stack together with suf- 
ficient strength to lay siege to and capture the heir’s town. This 
should be done, if at all possible, on your first turn. Also, keep in 
mind that the random events of the game may call away an impor- 
tant Noble before you have a chance to move. Make plans for this 
and try to have at least two strike points (heirs) in mind. 

Another concept to be aware of is the fact that various offices 
allow immediate access to certain cities without the need for a siege. 
The offices that allow quick access to an heir are also listed in Table 
1. If you are dealt any of these offices ALWAYS combine it with a 
Noble within a 5 space striking distance of a royal heir. 

If you are dealt Herbert, your first move should be to capture 
George, Duke of Clarence (He has no protection). I would also try 
to give Herbert a troop strength of at least 50-100 just in case some- 
one like Neville (who is also within striking distance) decides to 
take you on. If you are dealt Stanley, make sure you associate a 
boat with him or get one as soon as possible (via random event 
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Conditions 


cards or by making a ransom demand later in the game). If you 
don’t, you risk the possibility of having a very important Noble with 
a troop strength of 50 just sitting around doing nothing for most of 
the game. 


Additional Guidelines 

1. Once you capture an heir, it is wise to hole-up in the strongest 
castle you have. Do not garrison yourself in a city or town as these 
are susceptible to the plague. Douglas Castle would be an excellent 
choice if Stanley is in your deck. Then anyone who wants your heir 
would have to travel by sea to get him. 


2. Be ruthless in capturing other heirs. If you can capture more 
than one heir during the opening moves of the game, so much the 
better. Keep the highest “ranking” heir and execute all others. One 
less heir brings you one step closer to the throne. 


3. You do not have to be loyal to either the House of Lancaster or 
the House of York. This caused me considerable confusion in the 
beginning, as I tried to sort out each name and decide if he was on 
my side. In fact, your pool of Nobles may include a mix of both 
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Houses. No one is on anyone’s side. They all want their heir on the 
throne and they all hate you! 


4. When you win a battle you are given a choice to show mercy to a 
captured Noble or to behead him. What should you do? The 
answer is: What do they have to ransom? Do you need a ship? Do 
you need bishops or an Archbishop? (You can have an heir but you 
cannot crown him without an Archbishop or 2 bishops.) These 
resources are valuable pawns. The French Foot Soldiers, at a troop 
strength of 100, are also valuable. Anything else is fluff and the 
Noble should be killed. So the rule of thumb is to show mercy only 
when it is to your benefit. 


5. NEVER, EVER ransom away your Ships, Bishops, Archbishops, 
or French Foot Soldiers. They are too valuable. Let your Noble be 
executed under these conditions. His descendant may come back to 
join you later. (They appreciate your ruthlessness.) So the rule here 
is to allow the ransom of something you have only when it is worth- 
less. The computer is usually pretty smart here, so expect a lot of 
beheadings. 

These guidelines should get you going. Happy King Making!) 
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The finest computer bridge game ever created! “A great way to practice before an upcoming 


Take part in the world renowned “Bridge tournament”’ 
Olympiad” tournament right in the comforts of “| have never seen such a clever computer partner 
your own home. Bridge masters are calling this and opponent” 


bridge game the most challenging ever! The 
computer will test bridge masters’ abilities while | @ Masterful Computer Opponents 


being the mentor for novice players. Practice @ Complete Player History 

slams, defensive play, and how to play no trump @ Largest Number of Bidding Conventions On 
hands. Choose the type of partner you want to the Market 

play with. Each partner has different bridge e@ The Bridge Game For A Lifetime 
techniques and styles. @ Tournament Play 


@ A Myriad of Computer Players, Each With A 
Different Playing Style and Personality 


Reader Service No. 39 


“Bridge Olympiad’ computer game is for 
IBM PC. It can be obtained through your 
favorite retailer or call: 


1-908-788-2799 
or by writing to: 
QQP—495 Highway 202 
Flemington, NJ 08822 


Copyright 1994 Q.Q.P. All rights reserved. 
IBM is a trademark of International 
Business Machines. 





uite possibly one of the most fasci- 
nating games to appear since 
Civilization, Serf City (SC) pro- 
vides an extensive and complex resource man- 
agement system that allows the player to 
develop a community of twenty different types 
of workers, who handle the manufacture of 
everything from bread and tools to housing 
and weapons for the community’s military 
arm. This community goes through expansion 
and the concomitant competition with up to 
four other communities in the game. Another 
human player can play either as an ally or 
competitor using a second mouse (plugged into 
a separate serial port) or joystick. 





Medieval Fantasy 
In keeping with the game’s title, SC is set in 


SERF CITY 


an imaginary medieval environment. The basic 
economies are thus centered primarily around 
food, building and tools/weapons production, 
with detailed sequences of operation necessary 
in each case. Production of food requires set- 
ting up a system wherein raw materials (wheat, 
fish and hog meat) are processed into finished 
goods (by milling and baking and butchery). 
Production of building materials requires a 
combination of quarrying and woodcutting 
activities (reforestation is required as well). 
Production of tools and weapons requires a 
sequence of mining, smithying and final tool- 
making to bring the necessary items to market. 
What singles SC out from similar kinds of 
games preceding it is that, whereas in say a 
Populous or Sim City or Civilization these 
production needs are managed relatively 








abstractly by the computer (i.e. find the right 
resources and have the right buildings to use 
them and you’re done), in this game the player 
is in much more immediate control of the three 
primary phases of production (extraction of 
raw materials, refining and final manufacture) 
for each of the three above-mentioned areas. 
Not only do the resources first have to be dis- 
covered (via geologist for mineral resources) 
or grown, but they then have to be transported 
from the site of extraction/creation to the next 
two phases of production. 


Roadwork 

It is here where one of the most interesting 
innovations in SC becomes apparent: the 
game 1s organized around a sophisticated 
transportation model, which takes into 
account the nature of the terrain goods are 
being transported over, the distance they have 
to be transported, the density of traffic present 
during transportation, and the continuity of 
the transportation network (only Sim City 
2000 has as sophisticated a transportation 
model, and its primacy in that design is less 
obvious than it is in SC). One of the player’s 
most important goals, then, is to set up an 
appropriate network of paths and intersec- 
tions for the transportation of all goods. 

Laying out the paths is an interesting 
process of clicking around on the screen from 
the building site back to the rest of the net- 
work, to determine the easiest route. Terrain 
elevation is represented each time a path seg- 
ment is chosen, to give the player a clear pic- 
ture of the likelihood of the choice being a 
good one. Give a transporter too many steep 
hills to climb and the transportation of raw 
materials and finished goods will be slowed 
up significantly. 

Similarly, setting up route intersections 
(marked by a flag marker which the player 
can add or remove) must be done carefully, to 
avoid traffic jams. In an area under heavy 
construction, for instance — where lots of 
building materials are being moved around, 
lots of food is being transported to and from 
the workplaces, etc. — setting up an intersec- 
tion with too many path branches will lock 
things up royally. 


Graphic Orientation 

All computer games are primarily graphic in 
orientation, but SC is especially so. Feedback 
to the player consists primarily of either minia- 
ture animation routines (to indicate traffic jams 
goods start piling up at intersections, for 
instance; to mark discovery of new mineral 
resources the geologist does a marvelous little 
back-flip; to suggest that work is stalled at a 
site, a worker stands in place scratching his 
pixel head) or static visual representations. The 
initial learning curve ends up being a bit steep 
as a result, since the player has to consult the 
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manual frequently to get a clear sense of what’s 
going on, as well as to determine what each 
visual representation means. This is particular- 
ly so when learning how to set up the right 
combinations of buildings, as the only clues 
about what is being built are given by the man- 
ual’s labeling of, say, the graphic of the bakery 
as a bakery and the graphic of the toolmaker’s 
house as same. Similarly, the system of rela- 
tions among workers and goods (1.e. what 
needs to be constructed to, say, increase the 
community’s production of serf knights) is rep- 
resented by on-screen graphic trees, which 
again make little sense without frequent consul- 
tation of the manual. 


Play Sequence 

The game is played (at least initially) by first 
selecting a site on the map for the location of 
the startup castle; after the center of the com- 
munity has been placed, the player then choos- 
es what types of buildings to build next to get 
the basic economy going. Food must be 
grown (or fished) for the workers or they go on 
strike, and the workers need materials to build 
new buildings. So farms, quarries, woodcut- 
ter’s and forester’s huts are the first order of 
business. Then millers, bakers, smiths, butch- 
ers and sawmill workers have to be provided 
for (to get the next level of production going). 
Paths must be set up for the most economic 
transportation of materials between all such 
locations. Finally, guard huts, ship and tool- 
maker’s shops and more sophisticated build- 
ings can be developed to expand the player’s 
community and territory (guard huts placed at 
the perimeter of the community, once con- 
structed, expand the territory available to the 
player to work with. Production buildings 
placed near the frontier are susceptible of 
attack, however — be forewarned). 


Beyond the Basics 

Once the essential community economy 
has been set up (no mean feat but one that is 
very rewarding once mastery over this side of 
SC has been achieved), the player’s next goal 
is to extend both defensive and offensive mil- 
itary capabilities. As the player’s community 
is developing, so are others run by either the 
computer or another player (a maximum of 
two out of the four possible players in the 
game can be run by human beings); this natu- 
‘rally leads to an eventual contest for leben- 
sraum, which in SC is purely military in 
form. The nature of the computer opponents 
can be determined at the start of the game, by 
the way, as there are ten different ones to 
select from; some are slow and methodical, 
others are aggressive and risk-taking, etc. 
Given a solid economy with the capability of 
producing surpluses, three ranks of corporals, 
lieutenants and captains are “produced” by 
the community, and the necessary tools for 
their trade (i.e. weapons) must then be manu- 
factured to make sure these military men 
don’t just take a Monty Python-esque French 
approach to their jobs (without weapons they 
can hurl only insults). Since the economy is 
as sophisticated as it is in this game, of 
course, it’s possible to bankrupt the commu- 
nity with too much investment in military 
matters, so a careful balance must be main- 
tained. One area where SC shines particular- 


Strategy Plus 


© 'y jes 
ly is in the management of the computer 
opponents — they’re always challenging 
enough to require careful thought to deal 
with, but not so challenging they’ll depress 
the human opponent when they’re first con- 
fronted (be careful not to start a war early on, 
though — winning a battle near the beginning 
of a game is difficult in the extreme). 


Motivation 

Knights are motivated by gold. They’ll do a 
better job for the player if there’s plenty of gold 
in reserve (this requires mining and refining it, 
of course), and they’ll also do better if they’re 
given time to train. Similarly, attacks upon 
opponents are destructive not only for the 
inroads they make upon another player’s terri- 
tory or population, but also because they reduce 
the opponent’s resources in all areas. Captured 
territories are decimated of their resources, so 
none of the captured areas can be made 
resources for the player upon capture, one 
potential weakness in the design (Populous, 
particularly in its later incarnations, provided 
all sorts of options for appropriating opponent 
resources, something sorely missing from SC). 


Serf Heaven? 
If the game is to be faulted for anything, 





it’s in the absence of a more complex combat 
model. On the other hand, some people like 
to construct without having to do a lot of 
fighting, and SC provides plenty of opportu- 
nity for constructive activity that is challeng- 
ing and exciting in its results. The almost 
purely graphic design is difficult to master at 
first, but highly intuitive and efficient once 
understood. All in all, Serf City is an absorb- 
ing strategy game, which innovates upon 
some of the most popular kinds of resource 
management designs out there and keeps the 
player coming back for more. Highly recom- 
mended.) 

Steven Wartofsky 

Designed by: Blue Byte Software 


Published by:SSI 
Systems: IBM PC 


Requirements: 386/25MHz or faster CPU 4MB RAM MS-DOS 5.0- 
6.2 or DR-DOS 6.0 Uncompressed Hard Drive with 5MB free 513K 
base RAM and 2.8MB EMS/XMS minimum required to run 


Graphics: VGA 256-color 


Supports: Mouse (2), Joystick, Keyboard. Requires Microsoft 
mouse driver version 8.00 or above, or Logitech mouse driver ver- 
sion 6.23 or above 
Sound Support: Sound Blaster and compatibles, Roland, General 
MIDI, Aria, Gravis Ultrasound, Adlib 
Players: One or Two 

Copy Protection: Manual Look-Up 
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omparisons between Harpoon2 
(H2), Three-Sixty Pacific’s (360) 
simulation of modern tactical naval 
combat and its predecessor Harpoon (H1) are 
both irrelevant and unavoidable. They are irrel- 
evant because, as 360 claims, H2 is a complete- 
ly new game, not just an upgrade on steroids. 
They are unavoidable because of the name and 
subject matter, and also because there’s just 
enough similarity between the two games to 
have the veteran H1 Harpooner thoroughly 
confused for hours, if not days. 360 has never 
made it a secret that H1 was limited by the pre- 
vailing state of PC technology when it was first 
published several years ago, and that there was 
only so much that upgrades and add-ons could 
do. Since H1 immediately found (and still 
retains) a phenomenally large group of near- 
fanatical supporters, 360’s development crowd 
obviously felt a modernized version would be 
profitable enough to warrant a major effort, one 
that would answer everybody’s wishlist. 





And the winner is... 

Cutting straight to the chase, they’ve done it! 
Underway refueling and rearmament? It’s 
here! In-flight refueling? It’s here! Competent 
AI? It’s here! Accurate sensor modeling? 
Neutral/unknown units? It’s all here! With 
H2, the Harpoon system has finally evolved 
pretty much into what everybody wanted it to 
be from the very beginning. There are quali- 
fiers, of course; the manual’s introduction says 
quite plainly that keeping the number of distrib- 
ution diskettes to a minimum was a considera- 
tion, so that pretty colors, neat pictures and 
orchestral music were sacrificed in favor of 
gameplay and accuracy. Actually, maybe it’s 
best to let the intro speak for itself: “...We 
focused the majority of our attention on the 
game engine and interface instead. ...Yes, it’s a 
game, but it’s also an incredibly accurate simu- 
lation...the reality behind that abstraction is 
never far off.” As a reality check on this last 
statement, I’ve been following several BBS and 





Internet conversations about H2 since its 
release; a couple of these conversations have 
been between veteran and active-duty naval 
officers and, many times, I’ve lost track of 
whether they were talking about the game or 
trading real-life war stories. 


Reinventing the Interface 

As to the game itself, the first thing you’ll 
notice will be the windowing system. Don’t 
confuse this with Windows, the operating envi- 
ronment; H2 cannot operate under Windows, 
and has absolutely nothing to do with it. 
Instead, H2 runs directly under DOS with sev- 
eral on-screen windows, much like H1 did. 

That’s as far as this particular resemblance 
goes, however. Most of these windows can be 
resized at will, and all can be placed anywhere 
on the monitor screen that you like, even on top 
of other windows. Additional windows can be 
called up from the drop-down menu bar (these 
are informational, such as a legend showing 
what the different colors mean) or created from 
existing windows to help clarify or keep track 
of a situation. 

These “situational” (my word, not 360’s) 
windows are fully customizable as to what 
they show. For example, I generally expand 
the Scenario map to full size and leave it on- 
screen; I use it to display only “nature’’-type 
information (land elevations, sea state, weath- 
er, etc). Naturally, it also shows group posi- 
tions. Depending on the situation, I then call 
up maps for each of my groups (and any 
detected enemy units) that depict none of the 
above information, but that do show the ranges 
of any sensors and/or weapons I might be 
interested in at the moment. To call these win- 
dows/maps up, you designate a unit or group, 
click on the appropriate button, and a zoom 
window appears, centered on that unit. Zoom 
windows are static, however, and the unit can 
move off the edge; this can be countered by 
either expanding the window’s size or, better, 
clicking on another button that will convert it 


to a “Tracking” (360’s word) window that will 
keep the unit centered. Any number of win- 
dows can be created and displayed (and 
renamed, to help you keep track of things), but 
large numbers of windows will both clutter the 
screen and affect your computer’s perfor- 
mance. Unneeded windows can be deleted, 
while windows that may be needed again in a 
few minutes can be “iconized” (turned into 
Windows-style icons) and moved out of the 
way. Even with unnecessary windows deleted 
or otherwise out of the way, it’s still easy to 
lose a needed window underneath several oth- 
ers; a drop-down menu displays the names of 
all windows currently on-screen and can be 
used to call any of them to the front (I wish I 
had this feature on my “real” job’s computer). 
By the way, there are still two different sets of 
map symbols: the “stylized” pictograms and 
the NTDS (the more “official” set). 


Climb Every Mountain 

The interface doesn’t take long to get used 
to, and is kind of fun to play with while you 
spend the first day or so after buying the game 
just exploring the system. This is no exaggera- 
tion, either; the learning curve for H2 is far, far 
steeper than that for H1. In fact, the program 
includes seven separate tutorials that take you 
through all of the game’s facets (including the 
interface). Veteran Harpooners will be strongly 
tempted to skip these lessons and just jump in 
and start playing; they’ll be sorry! Just as H2 is 
far more detailed than its predecessor, it’s also 
far more complex. For instance, while the 
older game had supplementary keyboard com- 
mands, and could, in fact, be played with either 
the keyboard or the mouse alone, H2 requires 
the mouse and keyboard together. To illustrate, 
units are formed into groups by using the 
mouse to designate two or more units, then hit- 
ting keyboard <g> to form a group (then click- 
ing on the formation editor’s icon, see below). 
The mouse commands and menus are pretty 
straightforward, and a keyboard command card 
is supplied with the game (for both Macintosh 
and extended PC and Mac keyboards — the 
Mac version is due out later this summer). 

As a very broad generalization, gameplay is 
pretty similar to that in H1. Each scenario 
starts off with the timer paused, and you can 
take your time investigating the situation, 
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deciding what you’re going to do and, maybe, 
issuing your starting orders (a pre-game option 
can be set that will only allow you to issue 
orders while the clock is running). As the sce- 
nario progresses, you issue movement and 
attack orders, launch aircraft from carriers and 
bases and set sensors for each air, surface and 
submarine group/base. 

Victory conditions are outlined in the sce- 
nario information, which can be accessed as a 
menu item (besides being specified in the pre- 
game while you decide which side to play). As 
before, these conditions might be to cause or 
avoid a certain amount of damage or to attain a 
geographical objective. 


Massive Improvements 

It’s in the details where the major differences 
can be found. First, there’s the Formation 
Editor. In H1 you just clicked on a ship or air- 
craft from the menu, then clicked on where you 
wanted it to go inside a set of concentric range 
circles that corresponded to positions ranged 
around the formation’s center. As the group 
moved and changed course, it was up to you to 
shift individual units around the formation to 
meet various needs (a unit to the north of the 
main body would remain to the north of the 
main body, regardless of the direction the for- 
mation moved in). Now, in H2, the range cir- 
cles are still there, but the units within the for- 
mation behave more intelligently. If you 
expect an enemy attack from, say, the north- 
east, you can set the surface or air Threat Axis 
to that direction and any air units set to patrol 
against that threat will move into an appropriate 
position; a ship set to patrol in front of the for- 
mation will move to stay at the formation’s 
front, no matter which directional changes the 
formation makes. 

One major improvement is that the surface 
and submarine units of the game have had their 
wheels removed; that is, only air units can now 
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travel over land, unlike in H1. In fact, the play- 
er can now designate Exclusion Zones that pro- 
hibit movement into or through special areas of 
the map; this prohibition can apply to any or all 
types of units (air, surface, sub) in any combi- 
nation. Yet another change is that landforms 
and other ships can mask a surface unit’s pres- 
ence; use of this capability, for example, is the 
only way the PLO can successfully approach 
the beachfront hotels in the Attack On Zion 
scenario. In fact, patience and tactics are much 
more important in H2 than they were in H1, 
where being quick on the draw and using brute 
strength were often enough. In fact, the pres- 
ence of neutral units makes an itchy trigger fin- 
ger an absolute liability, as you'll learn in the 
tutorial on sensors. 


Saving the Best for Last 

The best news, though, for those who have 
been growing somewhat cynical about the fin- 
ished quality of 360 games, is that the program 
is amazingly bug-free. There are, to be sure, a 
few reports of lock-ups and/or crashes, but I, 
myself, have yet to experience any of them (see 
the sidebar for a description of my machine). 
I’ve got a hunch that most such problems are 
caused by unfamiliarity with H2’s RAM usage; 
360 has come up with a DOS extender that is 
incompatible with the DOS memory managers, 
and recommends against their use (this means 
that utilities such as QEMM, EMM386.EXE, 
HIMEM.SYS, etc should be removed from 
your configuration, making a boot disk essen- 
tial for any system that doesn’t allow alternate 
configurations). In fact, I would strongly urge 
you to remove absolutely anything from your 
configuration files that are not absolutely nec- 
essary to running the game. 

The supplied DOS extender allows the com- 
puter to use all of your RAM directly, as well 
as using the hard drive as a sort of cache or 
buffer. This last is more important in machines 


with only 4 MB of RAM installed (like mine), 
but is still a consideration for 8+ MB machines. 
There are also several “anomalies” that will, 
hopefully, be taken care of with upgrades 
included in future add-ons (sonobuoys, for 
example, provide excellent warning of 
approaching aircraft and missiles). Most com- 
plaints of this type, though, seem to involve the 
more knowledgable players (ex-naval CIC offi- 
cers, for example) arguing over the finer points 
of the game’s modelling, and I really doubt the 
average player is going to care very much. 
Myself, I only got into a ship’s CIC long 
enough to inspect their coffee mess, and I’m 
having a great time with the game. 


Fussy Grognard Mode 

There are two real weak points. The first is 
the documentation. The manual has no index (I 
bought a set of index tabs at the drugstore), and 
the three on-disk text files are mandatory read- 
ing; I’ve noticed that most reported problems 
are dealt with in these files, and I’ve spent a lot 
of time cross-indexing the hardcopies with the 
manual. The second, and only other really 
major problem, is that there is absolutely no 
way to tell, without reading through the entire 
database, whether the active sensor emissions 
you just detected on your own passive sensors 
are most commonly to be found on a friendly, 
enemy, neutral or civilian craft. In other words, 
you might not have any idea whether you’ve 
got an enemy on the scope until it launches at 
you, or until you can send a recon flight out to 
make a visual ID. Several people have noticed 
this and complained; I’ve suggested online that 
a single text file might be enough of a refer- 
ence, while others favor adding the information 
to the Unit Report window. 360 has said 
they’re considering the problem, and it’s possi- 
ble some kind of fix will be available by the 
time you read this. Any other fixes will proba- 
bly appear as upgrades included with the 
planned Scenario Builder and the first 
Battleset add-on (WestPac). 


Welcome Home 
360 has had its problems lately, but they’ve 
obviously put a lot of work into this game, and 
it certainly appears to have been an all-out, 
make-or-break effort. Again quoting the manu- 
al’s intro: “This project has filled almost every 
waking moment of the last year of our lives. It 
represents the dreams and toil of many individ- 
uals who worked unbelievable hours to bring it 
all together. We sacrificed a lot of glitz and eye 
candy in order to craft the finest simulation of 
its kind.” It shows, fellas, and don’t think we 
don’t appreciate it. Welcome back, 360; we’ve 
missed you!) 
John Beaderstadt 


Publisher: Three-Sixty Pacific 

CPU & RAM: 386 & 4 MB required, 486 & 8 
MB recommended 

Graphics: 512 KB VGA (VESA compatible) 
required, 1 MB VGA recommended 
Sound: Soundblaster & 100% compatibles 
Requirements: 19+ MB to install, 25+ MB to 
play; DOS 5.0 

Interface: Mouse and Keyboard, combined 
Copy Protection: None (the learning curve 
is protection enough) 

Tested on: 1 MB SVGA, 486DX-33, 
Soundblaster Pro, Logitech Mouse 
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It's more addicting than ever. With all new graphics and sound effects, plus 150 new Levels of 
non-stop action. Play alone or head-to-head. Use the lightning-fast Game Generator to create 
torturous worlds of your own. See your retailer or call 1-800-757-7707 (Ask for offer D844). 
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Available for: DOS, Windows, MAC, DOS CD-ROM. LODE RUNNER is a registered trademark licensed exclusively to Douglas E. Smith. ©1983, 1994 Douglas E. Smith, Sierra On-Line Inc. All rights reserved. 
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OL’ Unca Andy’s magic spell of last resort for adventure gamers. If all 
else fails, re-boot! Heh-heh... 


elcome! I'll throw a log on the fire while you sip your 
ensorcelled ASCII brew. Park your weary adventurer 
bones in Unca’s Boots of Re, a medieval Inn in ASCII 
space. It’s always winter here, and there is always a crackling fire in 
the fireplace and a London green chair in which to sit. My faithful 
staff (Bashed, Battered and Bewildered) will serve continuous rounds 
of refreshments while you and I discuss the latest adventures and plot 
puzzle strategies. 

There are some puzzles that ruin otherwise superior games for me 
(Towers of Annoy in Hand of Fate, for example). I would hope that 
designers don’t deliberately set out to annoy a gamer. What do you 
think? Send me your nominations for the most annoying puzzles in 
adventure games that you’ve played. 

Recently, I overheard some gamers talking about designing a better 
CRPG. They agreed it should have the following attributes: 

a character generator as detailed as in Crusaders 

auto-mapping 

a variety of magic, weapons and armor (more often found during the 

adventure than in stores). 

be multi-character 

be turn-based (rather than arcade) 





|g Face me, Sorcerer! — 
fe Your doom is at hand! 
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be as story oriented and as well plotted as Betrayal at Krondor but 
use much less narrative text (show the story, not tell it) 
not be a short game 


Anything you’d care to add to the list? 

The hot puzzle-adventures for May were Myst and Beneath a Steel 
Sky. Ravenloft and Pagan were popular CRPGs. Under a Killing 
Moon and The Eleventh Hour were due out in June (hah) as was 
Origin’s new CD puzzle-adventure Bioforge and System Shock, an 
Ultima Underworld like science-fiction role playing game-Electronic 
Arts is hoping to release Noctropolis, a puzzle-adventure for adults 
(nudity and adult situations) in July. Merit is planning on an August 
release of an adults-only, psycho-thriller puzzle-adventure called 
Harvester, designed by the same folks that created Strike 
Commander. 


Dragonsphere 

This marvelous fairytale begins in a castle. Save frequently. Go to 
all rooms. Examine everything, talk to everyone. Pull rugs, tapestries, 
switches. Get goblet, bone, sword and shieldstone. 

In courtyard get fruit from merchant. Go east to realm map. Go to 
shifterland. Give fruit to guards. Throw shieldstone in pool, take ten- 
tacles. Talk to man with pipe for polystone. Enter cave, get doll. 

Go to fairyland. Be very nice to fairy on rock. Click on red fire- 
flies. Talk to Ralph. If he says it’s not safe to cross, go. He lies when 
he’s red. Talk to Butterfly King. Take notes on Soptus language. 
Tra-sohan is Soptus for women, and Soptus proverb states that two 
women is trouble. Answers to riddles: Callash is your name. You 
might be anyone. You won’t like eating the mushroom. Fairies like to 
challenge authority. The race of 500 chariots is the greatest. Sanwe 
must be destroyed because he ravages and destroys the land. Go to 
desert. 

Talk to man in tent. Say “no” to first question, “yes” to second. 
Shab is north, Ecliptus is west, Falla is south, Pope means “and.” 
Follow directions to Shamen at oasis. Get yellow power stone from 
Shamen. Speak very nicely to guard. Lavish praise on Caliph. Win 
three times playing gem game. Go to mountains. 

Walk through shield (touch with stone). Choose bottom when talk- 
ing with Llanie, then middle and she will reward you with a kiss and 
amulet. Climb mountain. Get feathers. Climb level. Use sword on 
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monster. Go west, get mud. Talk to shak, climb back down mountain. 
Get gold nugget west of waterfall. Go in cave. Talk to Ner-Tom. 
Climb back up mountain, to top. Try to go in door. Answer vines’ 
questions in this order: red, his leg, beef stew. 

Enter tower and throw mud at eyeball. Go east, use vortex stone on 
rope, take rope. Take flask, put it on metal plate. Turn stopcocks. 
Take flask of acid. Take dead rat out of cage, put him in freezer. 
Remove from freezer. Go west, then north to cell. Take torch, pour 
acid on floor near west wall. Tie rope to manacles. Go south, push 
bottom button. Go north, put torch in sconce. Go back up elevator, to 
cell, climb down rope and get sphere. Take elevator up. Put ratsickle, 
tentacles on door-frame. Go north, put teleportal in window. Go 
south, east. Get polystone to mimic blue powerstone. Go through 
dragon door. Throw blue stone at circle of spheres when you have the 
chance. Get black sphere, map, crystal sphere and spirit bundle. 

Go to Ner-Tom’s cave. Put spirit bundle on Llanie and say: Thou 
Art A Rose - But No! For No Rose As Fair Did Ever Grow In Any 
Land. Heal with Doll. Climb up to shak. Go west. Jump on northeast 
pillar then go west, south, east, south, south, west, south, west, north, 
north, north, north, west, west, south, east, south, south, south, west, 
north and west. Get belt from nest. Return to oasis. 

Tell guard you are Caliph’s gaming partner. Win gem game twice. 
Immediately use doll to heal yourself after drinking sporific. Take 
sand flies to fairyland and give them to Toads. Get crown. Go to 
shifterland. Use sporific on guards. Heal yourself, go to cave, heal 
monster guarding village. Talk to woman, get shifter ring. Make spir- 
it bundle with bone, feathers and vortex stone (for magic). Go to oasis 
and give it to shaman. On spirit plane, cross disks (mirror image of 
pillars). Shift to snake to cross pit. Use vortex stone on grapes to take 
magic away. Give Roc dates. Replace soul egg in nest with black 
sphere. Return to oasis. Invoke signet ring to go back to castle. 

Admit you are shapechanger. Say Queen’s mother is evil. Ask if 
there’s anything Captain wants. Heal scar. Give it back when she 
asks. Jump down well. Get rare coin. Shift into seal, go west, talk to 
queen in dungeon. Gaze into crystal ball. Invoke it. Take emerald. 
Open grating. Go down. Put statue on stairs. Go west. Speak words 
on parchment. Go west. Shift to bear. Pull king. Open door. Go up 
stairs. Push wall switch. Wear crown. Go through door. Shift into 
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bear. Attack with sword. Invoke Llanie’s amulet. 


Inherit The Kingdom 

This not very popular, puzzle-adventure starring a fox, a boar and an 
elk is graphically superior, somewhat witty (at times silly), but suffers 
from too many mazes, few discoveries. Getting started involves inter- 
viewing everybody you can find at the fair, including a fortune teller 
and a money-changer, getting an item from the Elks in the forest in 
order to search the sanctuary of the missing Orb. 


The Hand of Fate 

The following is a more accurate walkthrough of the Towers of 
Annoy puzzle. The left lock is 1, the middle lock is 2 and the right 
lock is 3. To move all the disks from the right-most lock to the left- 
most, move the disk from lock 3 to 1, 3 to 2, 1 to 2, 3 to 1, 2 to 3, 2 to 
1,2 tol, 3to2, lw 2, 1 w2.2163,1 2,3 tel. 32.1 2.3 fe 
Le 9,210 1, 310 1,263, 1 62. 13, Zio. ie 1 Sie 1. 
2, 1 to 2,3 to 1, 2 to 3, 2 to 1,3 to 1. (Get the stick.) To move all the 
disks from the left-most lock to the middle lock (and get the replace- 
ment gear), move | to 2, | to 3, 2 to 3, 1 to 2,3 to 1, 3 to 2, 1 to 2, 1 to 
1,203,210 |. 3 L213, 12,163,205, lms ioe 
4,176 2,310 1,2 3,20 1,3 L.3te2. i 2, 14.2 3. 1 
7.016 13% 2, | 162, 


Quest for Glory: 
Shadows of Darkness 

Elizabeth Morris wants to know how to arrange the elements to get 
more poison cure and healing potions from Doctor Cranium. This is 
the game’s copy protection scheme, Elizabeth. Find the missing ingre- 
dient in the Technical Guide (bottom ride-hand corners) and enter the 
five symbols. 


Auf wiedersehen 
(sigh) Only glowing embers remain in the fireplace. We’ll bash 
more baleful brain-teasers next month. In the meantime, request assis- 
tance for adventure game puzzles from Unca Andy at Strategy Plus or 
at User ID 71202,3451 on CompuServe.) 
Andy Backer 
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The complete collection 
of Falcon 3.0 flight 
simulations plus 
Art of the Kill, the 
ultimate dogfighting 
trainer, on one CD-ROM! 


Never before 

MCX, roa. has such awe- 
HORNET some firepower 
pe -and excitement 


CLSETROEIS CATULTOICU® SURIEET cameaion alee 


S ee Falcon Gold 
& combines the 
; newest versions 


pave the iol ., of Falcon® 7, 0, 
deadliest MiG- 290°) 


jet aircraft. Over 


630,000 square miles Hornet: Naval 
Spectrum HoloByte of realistic terrain in 


mes 60007 different theaters Strike Fighter’ "s 


of war. Solitaire, two-player head-to-head ae 
and six-player network play. and Operation: 


Only Falcon Gold has so much action. F ighting Ti ger” 
plus Art of the Ki//"—a tremendous value! 





Experience nonstop action with updated 
flight models of MiG | 7@ 
and Hornet. Face 
real-world tactics as 
you lead your 
squadron to victory. 
Enjoy explosive air 
combat as you Learn the secrets of air-to-air combate 
dogfight and bomb the pros with Art of the Kill. 
your way through seven fully-animated war 
zones. Your gameplay decides the outcome 
om of every battle. 

_ Art of the Kill is the 
hottest live-action 

ee training ever. Learn 
Ne from a pro how to 
™ maneuver and 
attack—then 

fly your own 
training missions. 





Nothing gives 

Perera you thrills this real. 
Experience deadly air-to-air and  \[othin g shines like 
air-to-ground combat with fully 


realistic aircraft. F alc On Gold , 


2490 Mariner Square Loop,Alameda, CA 94501 


For Visa/MasterCard orders call 24 hours a day, 
7 days a week: (800) 695-GAME. 
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DRAGONSPHERE 


REVIEW 








nce upon a time there was a boy 
named Doug Kaufman who loved 
fairytales. One day he said, “I 
shall write and design my own fairytale com- 
puter adventure game and I shall call it 
Dragonsphere.“ 

And it came about. Doug did write such a 
game. Talented programmers, sound design- 
ers, artists and animaters joined him and 
MicroProse published it. 

Their creation was about a King who goes 
on a quest to destroy an evil sorcerer. He 
seeks the help of shapeshifting Slathans who 
live in a swamp, faery-like Brynn-Fann who 
live in a forest, bird-like shak in the mountains 
and shamens of the Soptus Ecliptus tribe who 
live in the forbidding desert. 


Fantasy Delight 

The hero finds magical and other objects to 
help him solve the cunning and dangerous 
traps in the sorcerer’s tower and defeat the sor- 
cerer. There are then furthur surprises, a love 
story, marriage and everyone lives happily for- 
ever after. 

A breathtaking climb to the sorcerer’s tower 
at the top of a tall and sheer mountain and 
inside the tower are the visual highlights of the 
game. The graphics are as dazzling as adver- 
tised. Featured are multiple camera angles, 
ultra-smooth rotoscoping and advanced anima- 
tion, all contributing to make the game an eye- 
popping joy. 

Two difficulty levels (novice and advanced) 
allow the player to select the number of puz- 
zles s/he wants to solve. A well-written story- 
line guarantees chills, thrills, and spills. 
Unlike the King’s Quest series, this fairy-tale 
story is treated quite seriously. Humor is per- 
vasive, but there are no tongue-in-cheek spoofs 
of the genre; on the contrary, the story is as 
convincing as if it had been written by the 
Grimm brothers. There’s more than one plot- 
line, a myriad of interesting supporting charac- 
ters are present, and nasty villains, a hero you 
can identify with, ingenious puzzles and a 
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major plot surprise in the middle of the game 
are bundled into the design as well. The story 
deals in fairy-tale fashion with overcoming 
human failings such as greed, prejudice and 
arrogance. Yes, it even advocates that you 
make moral choices. 

The CD is crammed full of music and digi- 
tized speech, with good actors providing the 
character’s voices for the most part. One or 
two of the minor roles could have been much 
more effectively cast. Those actors read their 
lines in a boring, non-characterizing monoto- 
ne. A common fault of many CD productions 
is using inexperienced friends to fill out small 
roles, thinking that it won’t be noticed. The 
better CD productions use good professional 
actors for a// roles. Bad acting is always 
noticed. 


No Dragons Here 

The story doesn’t really have much to do 
with dragons, outside of having a tiny dragon 
trapped in a glass sphere we see from time to 
time. It is a dragon-homunculus, created by 
Ner-Tom the court wizard. It keeps track of 
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the imprisoned sorcerer. If he tries to break 
free, the tiny dragon in the sphere will stir, and 
ultimately break the sphere if the sorcerer 
escapes the confinement of the tower. 

The introduction teases us with animations 
of people riding dragons (or are they 
dinosaurs?). That is the last we see of the crit- 
ters. 

Dragonsphere is MicroProse’s attempt to 
publish a game the equal or better of Sierra's 
latest King’s Quest. It is a market that 
Westwood ’s Kyrandia series has also entered. 

In many ways I find Dragonsphere to be 
superior to the Sierra and especially the 
Westwood series. The quality of sound, graph- 
ics, story and puzzles is very high indeed. 
Still, I must confess that King’s Quest VI still 
holds a dearer place in my heart. Perhaps it’s 
because although Dragonsphere did make me 
laugh, it didn’t do so as many times, or for as 
long. It’s probably the better strategy to tell a 
fairytale tongue in cheek, and not take it too 
seriously. King’s Quest VI is also a larger 
game. Dragonsphere has a small world, con- 
sisting of only 52 locations. 

It doesn’t look like Dragonsphere is going 
to be a big seller. It’s getting some attention 
but isn’t anywhere near being the most popular 
adventure of the month. Because it should be, 
I think it fitting to write a happy ending for 
Doug: Everyone loved and bought the game 
written by the boy who loved fairytales and he 
lived happily ever after._] 

Andy Backer 


Designed by: Doug Kaufman 

Published by: MicroProse 

Systems: IBM PC 

Requires: DOS 5.0 or higher; CD-ROM drive 
(Microsoft CD-ROM Extensions version 2.1), 
80386SX or higher; 16 Mhz; 2 MB of expand- 
ed RAM 

Recommended: 512 for 4 MB of RAM 
Graphics: MCGA/VGA 

Sound: AdLib, Roland, General Midi, Sound 
Blaster, Pro Audio Spectrum 
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The aircraft available in Microsoft® Flight Simulator™ are fine 
for most pilots. They climb, they accelerate, they execute an 
occasional roll. And the flight lessons and demo's, they’re O.K. 
But you're different; you’ve been there and done that. Now 
VfolUM c—mc—r- le Vo) mese)anl-i(aliace Miar-ime)i(e-manle ea manle)(—m 


Well, here it is. Flight Simulator Flight Shop™ is the new power 
program for power pilots from BSP, BAO Simulation Products. 
iM a\icie=\e\¥7-lale'—e r= |icerr-lim-lalemil(elaia@-lel\—al(elc-me (10 lam e)celelr-ltam ie) 
Microsoft Flight Simulator v.5.0 gives you the tools you need to 
create the flight experience you've been waiting for. 


As a power pilot the first thing you seek is an aircraft unlike any 
~ —~- Other, one that’s exclusively yours. With the aircraft factory of 
“ewe “—"4s._.—>= Flight Shop you'll find only one limitation - your imagination. 
“~~ -22— ~ You'll be able to construct a visual model that resembles any- 
- thing from a hang glider to a stealth bomber no matter what 
i level of expertise you possess. Combine aircraft flight models 
Wie: from Microsoft's Aircraft & Scenery Designer™ (version 4), or if 
[—cc"c”_syou just can't wait to get into the air, there’s a variety of ready- 
mee —«to-fly aircraft included. Even if you're not an aircraft designer, 
OD you will want Flight Shop to use downloadable aircraft designs 

? from various bulletin board services. 


aA Also inside Flight Shop you'll find a flight path editor and other 
ait 3 aal¥li(ipatove t= = [eM —ialcelc—me|—lal—ie- tale mole) M ome -@Velbmelsm\ elimi '/-\\A 
aise Meings Hear == Or take off on one of the pre-compiled adventures included in 


; a ee wig the program. Add digitized sound to this list of features and 
efault WAIT: 7 om §=§©69you've got a ride that will require more than a seat belt. 
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t the risk of sounding politically 
A incorrect, what can we say about 
the French? Well, they think 


Jerry Lewis is a genius, are pretty picky 
about other people using their airspace 
(even those who pulled their fat out of the 
fire in the Big One), and when the 
Coneheads claimed to be from there, some- 
how it made sense. Coktel Vision, designers 
of INCA II, is a French company, which 
might partially explain both the concept and 
the execution of the game. Distributor 
Sierra On-Line is marketing the game under 
the concept that it “blends action and adven- 
ture.” In my mind, two things blend when 
they combine to create a whole; INCA II 
remains disjointed, a good combat arcade 
game wrapped in a bad plot. 





Mixmaitre 

The game is part adventure/puzzle, part 
arcade/combat, and a Jot of cinematic 
footage, most of which is visually stun- 
ning...to a point. The arcade/combat 
sequences in the game contain excellent 
graphics and sound, although a little plot 
motivation above the survival instinct 
would have been nice. The “cut” footage, 
or the scenes that move the plot along (I am 
being generous here) are pretty to look at, 
but are stifled by their lack of animation. A 
scene will pan across, but while it is doing 
so, nothing is happening. Dialogue will 
take place in extreme close-up shots of 
characters whose mouths move, but little 
else. The first jarring element you notice is 
that the dialogue is hopelessly out of sync to 
the point of being comical. Remember 
when you first played EGA adventure 
games and the character’s jaw would flap 
when the text was printed on the screen? 





Even with the advent of modern technology 
you can now relive this aberration. Of 
course, after thinking about it, I realized 
that since the game was made in France, the 
actors were probably reading the script in 
French! 

That’s fair (but no less annoying)...but 
why did they hire the cheesiest voice actors 
available? For example, Atahualpa (the 
character you initially play) is supposed to 
be a hothead, and his immature temper is 
immediately established. So why does he 
sound like Jimmy Stewart with a New 
Jersey accent? 

Bad movies come in two main styles: 
completely inept low budget productions 
like Plan Nine From Outer Space and hor- 
rendously acted films like Reefer Madness 
and...um... Plan Nine From Outer Space. 
Really bad films can be fun because they 
were trying to be serious productions and 
missed the mark horribly. However, the 
press release for INCA II suggests that the 
designer is pulling our leg and shooting for 
a Twilight Zone feel. If Coktel Vision is try- 
ing to be funny and spoof the genre, they 
didn’t do a good job, although the premise 
of the events is bizarre enough (Incas in 
space?). It’s not funny enough to be satire, 
and it’s not captivating enough to take seri- 
ously, either. There is too much bad acting 
and incredulous dialogue between “interac- 
tive” parts of the game, and as a result, I 
never felt involved enough in the story to 
care about the characters or what happened 
to them. 

What is good are the arcade and combat 
portions of the game, if you enjoy blasting 
away with great 3-D images and sound. 
Although the “plot” is just an excuse to let 
you battle, just enjoy it (it’s easy enough to 
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win). Cinematic scenes are intercut with a 
first person perspective shooting view, and 
the feel of the arcade portion of the game is 
so different from the rest that it is disap- 
pointing to return to the “adventure” part. 

The puzzles are not very obvious, but 
because any usable object is highlighted by 
name when the cursor hits its “hot spot,” 
you can get through everything with trial 
and error, rewarded with another cinematic 
scene showing the resolution. The interface 
is clean, and the game includes a VCR-style 
feature where up to thirty minutes of the 
game can be replayed in full. There are 
game saves, but they are automatic after a 
“level” is finished, not at the player’s 
choosing. 


Candy Box? 

INCA II is like a Whitman’s Sampler. 
There’s a certain risk — you may get that 
coconut cluster that you enjoy, but there’s a 
lot of those creepy green-cream filled can- 
dies in there too. If you enjoy the clusters 
enough, then perhaps the fact that the rest of 
the box is a disappointment is of no conse- 
quence. 

Personally, whether it’s games or choco- 
lates, I’d rather spend my money on a box 
where I can enjoy everything that’s inside 
it.) 

Bill Holmes 


Published by: Sierra On-Line, Inc. 
Designed by: Coktel Vision 

System: MS-DOS CD-ROM, 386-25 or better 
Requirements: 4MB RAM, DOS 5.0+, 
mouse, 20MB hard drive space 

Graphics: VGA 

Sound: Soundblaster and Pro Audio cards 
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HONEST REVIEWS 

TIMELY PREVIEWS 

CUTTING EDGE DESIGN NOTES 
DETAILED GAME HINTS 
IN-DEPTH STRATEGIC ADVICE 


Strategy Plus writers are hard-core gamers who give their honest 

opinion of games they have played at length. We give you the 
_, Previews as soon as the information on titles such as Patriot, Star 
Trek: The Next Generation, Aces Over Europe, Warlords 2, and 
Might & Magic 5 is available. Game designers Chris Crawford of 
Patton Strikes Back, Dan Bunten of Global Conquest, Bruce 
Shelley of Civilization, Mark Baldwin of Empire Deluxe, John 
Almberg of Worlds at War and many others, bring you up to date 
as the design process unfolds. They share their design decisions 
with you, what's in the game, what might be included and what's 
been excluded. After the previews, design articles, andreviews we 
give you detailed game hints and complete walkthroughs for 
! games such as Indiana Jones and the Fate of Atlantis, The Dagger 
of Amon Ra, Ultima 7 Black Gate, Wizardry Crusaders of the Dark 
' Savant, and Might & Magic 4: Clouds of Xeen. The Perfect 
General, Civilization, Railroad Tycoon, Empire Deluxe, V for 
| Victory, Power Monger, Great Naval Battles and similar games, 
get coverage with in-depth strategic advice. Computer Games 
Strategy Plus includes previews, reviews, design articles, game 
1 hints, and in-depth play advice for the newest IBM, Macintosh, 
4 Amiga, and CD-ROM based computer games. 


GOBLINS 
UEST 3 


Gooey Goblins! Fearsome Frolics! Gobbies got 
sum players bollixed! Unca dances yet again; 
here’s more Goblins 3 tips for his friends! 





Have Ooya ride balloons to islands to builds bridges to Foliandre. 
Get worm for fishing and telescope to see speck. Make Colossus 
sneeze. 


ump up a balloon, have Ooya grab it, touch tuft of hair. 
ab You make fishing pole out of club and line and drag cloud 

over giant. Pump up balloon for Ooya, have him grab it and 
then touch stone to make walkway. Pump up another balloon and 
have Ooya make walkway on next island. You throw one sandbag in 
basket, use knife on ballast to get rid of ram. Go to Foliandre. Have 
Ooya stand on shovel, you push control button once, look through big 
telescope. Ooya touches cheese. You push control button twice, get 
on shovel. Ooya pushes control once, uses his wand on ship painting. 
You use fishing pole on worm. Push control button twice and loader 
button once. Push control twice more and have Ooya use wand on 
ship painting. Get small telescope with fishing pole. Go to Clouds 
and catch sword fish, look at speck with telescope, blow up a balloon 
for Ooya to grab at Giant’s head. You stab cloud again. Have Ooya 
stand on tall (unlabeled) hole on geyser island. You put hand over 
geyser near bottom of screen. Use knife on ballast, have Ooya climb 





in basket. Use sandbags to lower basket to icy island. Use Ooya on 
Bizoo. Use telescope on Bizoo and take her to Foliandre. Saw col- 
umn. Have Ooya use his wand on you in cage. Have your shadow 
talk to Colossus’s and Robot’s shadows, and use Bizoo on Colossus’s 
face. Have Bizoo get toothpick behind his loose tooth. Have her look 
at his closed eye, use toothpick on eye and look again until she sees a 
grain of sand and can’t reach it. Have her go through left ear to push it 
out. Have her pull C’s nose hair to make him cry. Kick sand onto 
tear. Get toothpick and walk down scar. Use toothpick on junior flea, 
chubby flea, sister fleas, Mama and Papa fleas. Pull nosehair, ride tear 
down to collar, kick grain of sand off collar and exit screen (a door to 
Colossus in Foliandre will appear screen upper right). Have shadow 
pick up grain and put it in machinery. Have Ooya use wand on ship 
painting. Get gear when machine breaks, use knife on Robot, put gear 
in hole. Get pollen from Robot’s mouth and throw it on Colossus’s 
face. Have Bizoo jump on C’s nose, jump on it again as C scratches 
his nose. She can get pollen and put it in C’s right ear. Have her jump 
on shirt collar to jam it through. 


Queen’s & King’s Throne rooms 

Take skull to King, slipper to Queen. 
Talk to Queen, hit bodyguard with hammer. Talk to her again, get 
wand while Mrs. Pythie’s eyes are covered. Exit through right door 
with Fulbert. Scroll screen to left and have Fulbert climb column after 
you stand under boxes. Fulbert must immediately go back through 
door and end up on flagstone to break fall of spectacles. Use specs to 
get onion. Put Fulbert on plate and you attack veggies and swing on 
chandeliers to mantel. Open pot, talk to cook. Pick up fennel. Have 
Fulbert climb candlestick. Use candle (and light it with magic wand) 
on middle holder first, back and front. This opens fountain’s mouth. 
Fountain connects throne rooms. In King’s Throne Room, talk to 
King, give him hand. Use onion on Iron Head to get ax. Go back to 
Queen. (Use wand on candles in same order as before. Use coin on 
fountain.) Give ax to pot. Go behind screen in fireplace. If Fulbert 
climbs candlestick at right moment, skull will drop down as cook 
throws ax at cat and cuts string. Get skull and ax, go back to King, 
give him skull. Give wand to buffoon, give gun to Tibo, get dish, go 
to Buffoon. Have Fulbert go to roach motel (left of King). You must 
give dish to Buffoon shortly after Fulbert scares up roach and King 
swats at it with slipper. Tibo must hit slipper as he fires at dish. 
Immediately pick up slipper. Give slipper to Queen, come back to 
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King and use fennel on Rock Steady. Have Fulbert climb spear while 
you stand on chair, and swing on chandelier to mantel. Talk to 
Wynnona (butterfly), and repeatedly talk to King to get next mission. 


Big Book Room, Chess Board & Game 

Get pieces (two found and two chiseled, carved, and painted) for 
playing and winning chess game. 
Jump on geometry book three times in big book room for arrows to 
put in hole in tree for Bowman. Use Fulbert on dust while you stand 
below and sneeze numbers off page. Gather 1-9 (not zero) and put 
them in inkwell. Eight is drawn with a compass from sculpture book 
on sheet of paper. Use Fulbert to hide moon in scenery at same time 
you go after nine. Get horse. Turn page (lower right hand corner). 
Use brush on inkwell, paint path for knight in the tower. Give horse to 
knight. Get wood block (ax the wooden ruler), and marble block 
(paint horse to pull wagon, put coin-wheel on wagon). Get chalk from 
drawing book. Turn page, use ink on house twice to get mandolin. 
Turn page and read story about yourself. Go to chess board, put coin 
in piggy bank. Use right hand on mandolin, left hand on strings to 
freeze mouse. Do not pick him up, yet. Chalk wood. Left hand on 
wood chisel, right on hammer. Hammer chisel. Pick up piece, dip it 
in paint. Use brush on piece. Use compass on marble. Left hand on 
other chisel, right on hammer. Hammer chisel. Dip and brush piece. 
Read game rules. Play chess game by first bringing rat to blue square 
diagonally in front of chaperone. Bring bowman (move knight) to 
diagonal green squares in front of lover so that he shoots two lancers. 
Move Wolfy to lever square, then move lover to mandolin square. 
Give lover mandolin. Move bowman to square diagonal to key, so he 
can shoot it down. Move lover to key. Move knight to both brown 
Squares next to King. Have knight end up on right side of King. 
Move bowman to diagonal line opposite other brown square. (He will 
shoot an arrow into square.) Move Wolfy to ax. 


Mirrors & Brain Maze 

You and your reflection grow a chicken so that you can get in demon’s 
brain maze where you get ointment from locked box. Then you both 
walk through mirrors to Gods. 
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Use egg on time mirror, chick on fat mirror. Give fat chick to reflec- 
tion via passage. Have reflection use fat chick on big hole to change 
clock. After he thins the fat chick with thinning mirror (twice ) have 
him pass the chick, and you use it on small hole to set the alarm off. 
Use skinny chick on fat mirror once and then on time mirror to get 
grown chicken. Use grown chicken on fat mirror and look at demon. 
A door to brain maze will be available screen right. Have Wolfy 
break Mirror of Memories, and you press button until Colossus pic- 
ture. Have Wolfy get sand out of Colossus’ eye. (Get sand.) Growixer 
plant bud and have Fulbert climb it. Have Wolfy use lever twice, ride 
cart to Lake. Have him dive in lake. You ride cart , put sand in lake 
of eyeballs. You both hop on red stone. Have Wolfy go to lever while 
you ride cart, break balloon. Have Wolfy use lever once, then ride 
cart, fish. Have him take decoy out of wall, go to lever (down well, 
through door). Have him reset rail (use twice). You put sand in lake, 
ride car, break balloon. He resets rail (use once). You ride cart, fish, 
get decoy. Use decoy on window above plant, growixer on dragon. 
Fly dragon to grain, have chicken eat all but last piece (folly grain). 
Get grain, use decoy on fence. Use decoy on puddle, get key. Open 
box behind former fence. Get ointment out of box and take it to mir- 
rors. Give grain to demon, have reflection get ugliness ointment. 
Both stand in front of mirrors. You use ointment on beauty mirror. Be 
patient and wait to turn handsome before having reflection use mirror. 
(Reflection will automatically use ugly ointment if he has picked it 
up.) When correctly timed you will automatically walk through mirror. 


Gods 

The angel and demon must make beautiful music together. Get them 
scores to play, tie their notes together. 
Ax fence, hammer brick wall. Talk to positive pole to get string of 
time. Push bells left and right of screen and jump on chain to get 
sacred score. Use score on spring. Push bells again, but this time 
jump in basin to get two scores. Use red on demon’s music stand and 
yellow on angel’s. Hammer demon’s cloud. Put coin in angel’s halo. 
Use string of time on red and yellow notes in center of screen. Push 
bells. Watch the animations through end of game. That’s it! So what 
do we play next, Unca?_) 





tealth and detection. These are the two most important 
words in the language of any strategist, whether air, sea 
or land. Stealth is important because the less an oppo- 
nent knows about your actions, the more likely you are to be able to 
control any engagement with him or her. Detection is equally 
important because the sooner you know what an opponent is doing, 
the more likely you’ll be able to develop effective strategies in a 
dynamic situation. 





In days of old 

In older times, before radar, when armies moved comparatively 
slowly, stealth and detection were relatively static enterprises; the 
goal was simply to remain undetected for as long as possible, and to 
scout out enemy positions early enough to know what you were up 
against. These two basic realities remain even in the age of jet air 
combat, but are complicated by the fact that each side is operating in 
a much more dynamic situation. Possibilities of detection and the 
ability to become mobile and undetected again after first detection 
are both much greater. 

The result is that, whereas earlier detection would be considered 
the first phase of an operation and engagement the second phase, 
now both detection and engagement are heaped on top of each other, 
so that while the combatant is involved in combat his or her mind 
also has to be set on further options for stealth or detection as well, 
particularly in an environment where more than one unit (plane, 
flight) is involved in the process of engagement. 

Radar is the primary complicating factor. Radar provides a com- 
batant the longest-range detection capabilities possible (with satel- 
lite system detection being the next step, not yet effectively repre- 
sented in PC air combat simulation). Radar is the classic double- 
edged sword (cuts both ways), however, because it announces the 
emitter’s presence as well as detecting the opponent’s. 


Everthing has its cost 

Given that fact — that radar emissions reduce the combatant’s 
stealth while improving his or her detection capabilities — the ques- 
tion then becomes one of careful analysis of the costs and benefits 
of using radar. The most important issue is whether the combatant’s 
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radar is superior in its long-range capability to the opponent’s sys- 
tems of detection. In other words, if the combatant can use his or 
her radar to increase the ability to detect the opponent without risk- 
ing complete and final give-away of the unit’s position, then using 
positive emissions (turning on the radar) is a good idea. This would 
most likely be the case in an air combat situation, where the combat- 
ant would be able to so vary the unit’s position subsequent to the 
emission that stealth could be achieved again. 

However, in most cases it’s important to /imit the use of positive 
emissions until absolutely necessary. In other words, a flight or 
plane should be flown in stealth mode until detection by the oppo- 
nent has occurred, at which point positive emissions will do nothing 
to further increase the combatant’s visibility. Practically speaking, 
then, this means radar off until the opponent has achieved lock-on. 
The information the combatant should be working with while in 
stealth mode is what was provided during the mission briefing; 
flight path, identifying landscape and road and target figures should 
all be the primary means of negotiating ingress along the mission 
route, with radar as the equipment of last resort, to be used only 
when it finally becomes necessary to lock onto a target. 


Know your 
ground radar systems 

Running with zero radar emissions is only part of the task. Even 
without an emitting radar, an airplane presents itself to any radar 
scans made by the opponent in ways that can be more or less posi- 
tive for identification. Almost every good air combat simulation 
from the early days of F-19 on has taken this fact into account, and 
thus it will serve as a useful reminder here to tell you to pay very 
close attention to whether ground radar in the area is going to be 
pulse or doppler. This is not a merely theoretical issue; each type of 
radar requires a different approach, and being careful to plan a mis- 
sion so that the planes in a flight are flying directly at pulse radar 
and obliquely to doppler radar is critical (assuming the air combat 
sim being worked with models pulse and doppler for the different 
ground systems properly, of course). 

Flying the correct approach to opponent ground radar is comple- 
mented by designing a mission so that the planes will come in below 
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the radar’s horizon as well. All radar — due to the earth’s curvature 
— can only scan above a certain ground level, which increases with 
distance from the radar. So, for instance, a radar that can’t see any- 
thing below two hundred feet a mile out might not be able to see 
anything below eight hundred to a thousand feet ten miles out (the | nc cone ee rnd 
best feel for this fact will come from thinking about the typical ILS >\miminimioi« 
approach present in, say, Flight Simulator 5.0a or ATP 2.0 as a # — nee 
kind of scanning radar). Use this fact to advantage: low-level flight, 
where appropriate (i.e. not around areas where the mission briefing 
indicates lots of anti-aircraft artillery, also known as “triple A’’) is 
one of the best stealth tactics around. With simulations like 
Tornado, where the platform modeled specializes in low-level fly- 
ing capability, learning to terrain-follow should be a top priority 
(there are automated systems in the Tornado to handle low-level 
flight but, as the simulation’s manual suggests, learning to manage 
low-level flight manually is a crucial skill, especially should the 
automated systems be knocked out in a combat environment). Even 
in Falcon 3.0, flying at or below five hundred feet to and from mis- 
sions is more often than not a very useful way of avoiding SAM 
confrontations (there’s not much AAA modeled in F3). Of course, 
flying at five hundred feet directly over any kind of radar’s likely to 
wake up a few sleepy operators no matter what the equipment; so 
combine low-level tactics with mission planning so that nothing 
dangerous is directly in the flight path. 
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It’s all in the speed 

One thing that’s always seemed a bit mystifying is, if it’s neces- 
sary to fly directly at pulse radar, how to do so without flying over 
same and risking detection? At a certain proximity to the radar site, 
isn’t even the most green radar team going to hear an F-16’s engines 
roaring? The key here is speed; when near a pulse radar site, fly 
directly at it, and then when almost over it, switch headings to at 
least a forty-five degree angle from the one the plane is currently 
flying on and fly directly away from the site at top speed. Time 
over radar site is a definite factor, in whether or not a plane’s going 
to be detected. 

By contrast, flying slow and low past a doppler radar site makes 
better sense. Doppler shift (the kind of thing heard when a train or ee 
car horn is passing a fixed position — you by the side of the rail or . 180 ACAH | 
road — for instance) is intensified by the speed of the passing vehi- — 
cle, so flying slowly past a doppler radar is less likely to produce 
sufficient shift to alert the system to the plane’s presence. 
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Making false impressions 

In either case, the last and most unique tactic to use to handle 
opponent ground radar in a jet combat simulation is to fool the radar 
into detecting in an area distinct from the one the main mission is 
planned to take place in. Creating false positive emissions off the 
main flight path can decoy radar sufficiently to ensure a more com- 
fortable flight past them. If savvy enough, the flight leader can pop 
up off the flight path, turn full radar on until it’s clear the plane’s 
been detected, then pop back down and back onto the main flight 
path, thus completing this particular radar management tactic suc- 
cessfully. 

Reverse the above thinking as a pilot when in combat with other 
units in a situation where radar becomes useful and necessary. In 
other words, think in terms of the likelihood of the opponent’s using 
such techniques to remain stealthy, and think about what kinds of 
counter-tactics would be effective against them. Expect that a blip 
showing up on the TWI might be a decoy radar signature if you’re 
dealing with opponents run with Ace AI in a simulation, and look 
for the plane in a different quadrant from the one it first showed up 
in. Anticipate that when you detect an opponent with your radar, 
s/he’ ll concentrate first upon those maneuvers most likely to break 
up your detection (most simulations, unfortunately, don’t model this 
anywhere nearly well enough). Assume that once you see yourself 
being scanned, you’re probably likely in a jet combat environment 
to be very close to a lock-and-launch, and so, when scanning the 
opponent, make sure you save your scanning efforts for just before 
you plan to engage, too. Whether using stick or keyboard, what this 
all boils down to is concentrating extensively on one simulation and 
getting the radar control keystrokes into your fingertips, so that *, 
radar management techniques will come quickly and automatically os eta 
to hand at the point where it’s time to employ them. Adios!) Learning to manage low-level flight is an absolutely essential skill 
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Run with zero radar until it is absolutely essential to lock onto a target 
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AEGIS 


GUARDIAN OF THE FLEET 


his review of Aegis is experimental 
. in nature. Since my brother and I 
had differing views on the game, I 
asked Strategy Plus for permission to do a 
joint review. The exact format of this review 
underwent numerous changes, but I finally 
decided to do a point-counterpoint type style 
for some of the basic issues in the game. 
Hopefully, you will like this approach and it 
will prove beneficial to those of you consider- 
ing the game. 


Initial Impressions 

Initially, it is hard to find fault with this 
game. The music and SVGA graphics are 
outstanding. All the radar and sonar stations 
are detailed with loving care. The On-Line 
James’ Warbook and Instruction manual are 
well done and actually helpful. For instance, 
if you target any ship or missile from the 3-D 
“plate” room and click on the Warbook icon, 
you will immediately be brought to the appro- 
priate page where the capabilities of the 
selected target will be detailed. 





The initial options screen allows you to 
load/save games, view credits, toggle anima- 
tion’s, CD music, video clips, and sound 
effects on/off. You also select the difficulty 
level (beginner, intermediate or advanced) 
and whether to play a single mission, battle 
(all missions in a given area) or campaign 
game (all missions in all areas). Mission 
areas are the Falklands War (1982), 
Libya/Tripoli (1986), Persian Gulf (1987-88), 
Desert Shield (1990-91), Desert Storm 
(1991), Black Sea (1992), Adriatic Sea (1993) 
and Training. Once the game starts, you have 
access to the Bridge, 
Messages/Communications Screen, Area of 
Operation (AO) Map, Combat Information 
Center (CIC), Fire Control Screen, Tactical 
Plot Map (3-D “plate” view), Radar, Sonar 
(active and passive), and SLQ-32 rooms. 
However, most of your time will be spent 
using the Tactical Plot Map. Here a 3-D view 
of all detected ships (friend and foe), missiles 
and land targets are given. You are also 
allowed to give orders to all friendly ships 
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and aircraft in the area. 

Kevin: Never have I been so thoroughly 
captivated by a game in the first hour of play 
and so ready to retire it to the shelf by the end 
of the second hour. There is no denying that 
the graphics, sound and videos represented in 
Aegis are among the best I have ever seen, 
but how many times can you hear “missile 
away” or watch a video of a Harpoon launch 
before it becomes merely an annoyance? The 
problem is that these window dressings, as 
good as they are, are severely limited. There 
are only a half dozen or so video clips of mis- 
sile launchings, a few digitized sentences 
(emphasis on few) and a couple of screens 
with high resolution graphic representations 
of operational controls and that’s it for the 
“candy.” The rest of the game is pure strate- 
gy. Now, I have nothing against strategy 
games but — and maybe I’ve simply been the 
victim of a good marketing campaign — I 
thought I was getting a modern naval “simu- 
lator.” Where are the outside views, the 
reverse tactical perspectives, the windows, 
while we’re at it, where the heck is my crew? 


All is Not Right 
in Aegis’ Land 

Kevin is right; Aegis is more strategy than 
simulator, and even bends more in the arcade 
direction than I would like. There are no out- 
side views of your ship, you cannot look out 
of the windows, there is no “binocular” view, 
and no video clips of your target being 
destroyed are available. It is arcade-like, in 
that there is no realistic damage control sys- 
tem. Your Aegis cruiser will continue to 
function until sunk. I never received any hint 


Published by: Software Sorcery/Time 
Warner 

Systems: IBM & compatibles 
Requirements: MS-DOS 5.0+, Intel 
386DX/25+ or compatible, hard drive with 20 
Mbytes free, 4 Mbytes RAM, CD-ROM drive 
with 150 KB/second or greater transfer rate, 
MSCDEX.EXE version 2.21 or later 
Graphics: 256-color VGA graphics, VESA 
Bios Extensions required for 640 x 480 x 256 
color SVGA 

Peripherals: mouse required 

Soundcards: Sound Blaster or 100% com- 
patible sound card, 

Players: One, no modem or network support 
Copy Protection: None 

Suggested Retail Price: $79.95 
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of weapons damage from a missile hit. There 
isn’t even a damage control screen, just a hor- 
izontal bar measuring overall damage. Even 
though the Tactical Plot Map is a key compo- 
nent in the game, the manual is so poor it 
takes a lot of experimentation to figure out 
how it works. Only by contacting Software 
Sorcery was I able to determine how to vector 
friendly aircraft and ships to a particular tar- 
get. 

Kevin: The lack of crew, or as I call it the 
“me against the world syndrome,” is my 
biggest complaint. You are apparently on this 
modern naval warship all by yourself. No 
one warns you about incoming missiles, the 
jet that’s dogging your convoy or even the 
fact that you just lost your aircraft carrier. If 
you don’t see it and respond to it yourself, no 
one else will. Your convoy, often contempo- 
rary warships in their own right, won’t defend 
themselves unless you tell them to. Talk 
about dedication to duty! The destroyer com- 
mander won’t even respond to the missile 
headed directly toward his ship unless you 
give him the order to do so; we’ll have to say 
something nice at the funeral. 


NavCome6 vs Aegis 

Kevin: For those of you who remember the 
first “simulator” of this genre, NavCom6 
(distributed by Celery Software), Aegis may 
come as a particular disappointment. 
NavComé6 was an early EGA, PC Speaker, 
DOS 3.3 game very similar to Aegis and took 
up a whopping 77,000 bytes of hard drive 
space. However, even with those limitations, 
it did offer external views via shipboard video 
cameras (you could watch the MiG flying 
overhead as you fired your SAM), allowed 
you to launch a LAMPS Helicopter permit- 
ting access to both its radar and video camera, 
let you “see” the enemy vessels (right down 
to the mines floating in the water), and, unbe- 
lievably, contained crewman who actually let 
you know what was going on in the battle via 
a message screen. Aegis, on the other hand, 
takes up 15 megabytes on the hard drive and 
hundreds of megabytes more on the CD but 
offers none of these features, not even a sin- 
gle external view. What I wouldn’t give to be 
able to, at the very least, go to the bridge in 
Aegis and see the ship | just hit smoking in 
the distance or hear a crewman report “enemy 
ship sunk.” 


Squashing Bugs 

Granted, an Aegis class cruiser is a bit of 
an overkill when it comes to killing bugs, but 
this Aegis has its share of them. James’ 
Warbook will crash if the CD-player is on 
and you try to access it. Fortunately, 
Software Sorcery has uploaded a patch to 
CompuServe that fixes this problem. Owners 
of older Gateway 2000 systems will experi- 
ence erratic mouse movements (a fix is being 
worked on). Due to a gross oversight, the 
weapon ranges were not included in the man- 
ual. So for your information, the following 
guidelines are provided: Standard SAM, 
40nm; Harpoon, 500nm (70nm?); Tomahawk, 
250nm; ASROC, 10nm; ADCAP, 8nm, 5” 
gun, 13nm; and MK46 Torpedo, 5.9nm. The 
most glaring bug is that the CIWS Phalanx 
system doesn’t work properly. Software 
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Sorcery offers the following work around 
until a patch is available: 1) The CIWS in the 
fire control room will work in MANUAL 
mode if you target an incoming missile and 
hit <Control-D> when it is in range (approx. 
2500 yards). 2) The CIWS in the 3-D 
Tactical Plot room will work if you turn off 
the SAMs (SAM is green) and turn on the 
CIWS (CIWS is blue). You can still fire 
SAMs from the fire control room or using the 
SAM icon on the 3-D Tactical Plot. 3) You 
can shoot down incoming missiles with your 
SAMs. 


When It’s All Said and Done 
Personally, with all of its faults, I liked the 
game. The mission variety and strategy ele- 
ments of Aegis kept me coming back for 
more. However, I don’t think this game will 
appeal to those wanting a true simulation, and 
the arcadish nature of some of the game com- 
ponents will keep the hard-core strategy fans 
away. For anyone interested in this game, 
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realize that you are going to have to fight 
with the interface until you figure out what’s 
what (due to a very poor manual); but for 
those who do decide to figure it all out, Aegis 
is FUN. Software Sorcery obviously concen- 
trated on the radar, sonar and weapons system 
of the Aegis, and these are painstakingly 
modeled. I only hope that Software Sorcery 
will improve the other areas of Aegis and 
make it a true simulation (a less expensive 
price wouldn’t hurt either.) 

Kevin: Don’t get me wrong, Aegis has a 
few bells and whistles that really sing out; but 
after a while you’ll end up turning them off to 
play this as a pure strategy game and not long 
after that it is likely to end up as one more 
computer game taking up shelf space and 
annoying your spouse (at least it will serve 
some purpose). Got to run, I can “see” a mine 
in NavCom6 off my port bow and need to 
alter course; maybe I’ll try to nail it with the 
deck gun...) 

Alan and Kevin Fusco 
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This Month: Head to Head Merges 


by Tom Basham 


o there you are, cruising along at 9,000 feet in the aircraft 
of your choice over enemy territory. “Tally ho,” you call, 
“bandit at 11 o’clock level.” He’s coming right at you. 
You’ve read “Guns, Guns, Guns!” over the past few months, but 
you just can’t see any way of evading a straight head-on pass. 
Assuming the bandit doesn’t give you a missile in the teeth, what 
are you going to do? You’re co-altitude and co-speed. How should 
you open the fight? 

First, realize that air combat isn’t a chess-like, move-counter- 
move situation. Instead, it’s a fluid, dynamic situation that can 
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The Two Circle Fight: 
Both Fighters Turn 
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switch from offense to defense, from life to death, in a heartbeat. 
Rather than knowing “how to counter an enemy maneuver,” learn 
how to control your aircraft. Analyze where your airplane needs to 
go, then figure out the best way to get it there. Good advice, but 
how do you make it work for you? The bandit is bearing down on 
you. Soon you have to make a move. You’ll have to turn, but 
which way? 


How Many Corners Does a Circle Have? 

Head-to-head merges lead one of two types of fights. Both tech- 
niques have multiple names, none of which make the intent of the 
technique immediately clear. The first style, the most common, is 
the two-circle fight, also called the nose-to-tail turn. Figure | 
shows the two-circle fight. At the merge, both fighters break toward 
each other, using the lateral separation between their flight paths as 
“turning room.” In the two-circle fight, both fighters are using the 
same lateral separation to advantage. Lateral separation in Figure | 
refers to the horizontal distance between the two aircraft, but could 
also mean any vertical separation. As we have discussed before, 
you want to maintain lateral separation roughly equal to the diame- 
ter of your turn circle, but there’s no rule that says you must turn in 
the horizontal plane only. The figure could easily be imagined as 
two fighter approaching at different altitudes with the blue fightier 
climbing and the red fighter diving. 

When should you use a two-circle fight? I find I’m less likely to 
lose sight of the bandit in a two-circle fight. Provided your air- 
craft’s turn rate is reasonably comparable to the bandit’s it remains 
over your shoulder through the entire turn. This is reason enough 
for me to generally use a two-circle fight. Two-circle fights also 
cause both aircraft to move away from each other, which may take 
you outside the enemy’s weapons range (especially in the guns-only 
environment) or increase separation enough to satisfy a missile’s 
minimum-range launch requirements. 
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One Circle Fight: 
One Fighter Sacrifices 
Lateral Separation 
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One Circle Fight: 
Turn Radius Over 
Turn Rate 
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Case 1: Turning Too Soon 
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Case 2: Perfectly Timed Turn 





Case 3: Turning Too Late 


Timing the Initial Turn 
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Turn-rate (how many degrees you can turn per minute) plays a 
greater role than turn-radius (how big is the circle you make) ina 
two-circle fight. The faster turning fighter will bring its nose to 
bear on the target sooner, regardless of turn radius, especially if the 
faster turning fighter manipulates the initial lateral separation to 
allow for any turn-radius deficiencies. 


What Is The Sound of One Circle Clapping? 

Figure 2 shows a one-circle fight. Notice how the blue fighter 
breaks away from the red fighter. Half-way through the turn, Figure 2 
shows the two fighters neutral, but only because the blue fighter has a 
significantly smaller turn radius. Notice how the blue fighter gains 
nothing from the lateral separation while the red fighter uses it to com- 
plete a wider turn and remain neutral. The red fighter chose a two-cir- 
cle fight and broke toward the blue fighter. The blue fighter chose the 
one-circle fight by breaking away from the red fighter, and relies on 
turn-radius, rather than turn-rate, to match the red fighter. 

Both aircraft have approximately the same turn-rate in this case, 
evidenced by the neutral stance half-way through the turn. In the 
once-circle fight, turn-rate plays a secondary role; no matter how 
much faster the blue fighter turned, it still wouldn’t get a decent 
shot at the red fighter. Notice Figure 3, however. Here, the blue 
fighter has an even better turn radius than before. This time, the 
blue fighter reverses direction towards the red fighter, then reverses 
again to saddle up behind it. 

The one-circle fight has a big disadvantage: the other aircraft 
must pass directly behind you, which could cause you to lose sight. 
Although the one-circle fight does keep both aircraft closer to each 
other, fighters with poor rearward visibility suffer a distinct penalty. 
Also, the fighter choosing the one-circle fight must have a signifi- 
cant, not just a moderate, turn-radius advantage to offset the surren- 
der of the lateral separation. It is to the one-circle fighter’s advan- 
tage, therefore, to minimize lateral separation on the merge, thereby 
limiting the opponent’s turning room. 

To summarize, the two-circle fight uses lateral separation 
between flight paths to account for turn-radius and relies on turn- 
rate to bring weapons to bear first. The one-circle fight relies on a 
significant turn-radius advantage to maneuver behind a less-nimble 
opponent. 


If A Circle Falls in the Woods... 

OK, back to the bandit. Here he comes zooming along. You fig- 
ure you've a great turn-rate advantage and a moderate turn-radius 
advantage, so you opt for a two-circle fight. He’s at 11 o’clock, so 
you roll out to the right a little, get a bit more separation, then roll 
back to your original heading. Things are looking good. Get ready 
to turn... hold it! How do you know when to initiate the turn? 

Figure 4 shows how timing the initial break affects the fight. 
Generally, you must begin turning before you and your opponent 
pass (unless current rules of engagement specify otherwise), or ead 
turning. Lead turning, in this context, simply means starting to turn 
before you pass the bad guy. As Figure 4, Case 1 shows, lead turn- 
ing too soon is the worst timing mistake you can make, placing the 
bandit on your six and in perfect firing position. It is actually diffi- 
cult to misjudge a turn this bad unless you completely lose sight of 
the opponent. As long as you can see the opponent, you are unlike- 
ly to continue a turn which places him dead on your six! 

Case 3 shows the effects of waiting too long to start the turn. 
Although not as devastating as Case 1, the bandit has sufficient time 
to reverse. In a guns-only environment, the bandit is probably too 
far away for a decent shot, but is in good position for a forward- 
quarter missile shot. Case 2 shows an approximate example of a 
well-timed lead turn. Although exact range depends upon the 
amount of lateral separation and the turn performance of the two air- 
craft, the lead turn should generally be timed late enough that the 
bandit cannot sufficiently counter the turn as he does in Cases 1 and 
3. A very early lead turn may also place you in the bandit’s blind 6 
o'clock, regardless of a one-circle or two-circle fight, but you must 
be very careful to avoid Case 1. 

The merge can make or break a fight. With a good merge and 
skillfully executed engagement, you can immediately force your 
opponent on the defensive and keep him there. With a bad merge, 
the fight will end with you back on the silk elevator before you even 
knew it started.) 
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1) Be sure your sound card and CD-ROM are installed and working with Windows. For Help refer to your sound card, CD-ROM and windows 
documentation or contact your sound card or CD-ROM vendor. 

2) Insert IE in your CD-ROM drive. 

3) Start Microsoft Windows 

4) In the Windows Program Manager choose the Run command from the File menu. 

5) Type D:\INSTALL, where D is your CD ROM drive. 

6) Click OK or Press Enter 


Operating Instructions: 
It's simple, just click anywhere the cursor is an indexed hand. 


Example: 

1) Click at any time within an article for options. 

2) Click on any of the revolving screen shots to go directly to that article. 
3) Click on the question of your choice in the interactive interview. 


Performance Enhancements 

1) Be sure your windows driver is a 640X480 resolution driver and that it supports 256 colors. For help refer to you windows and video card docu- 
mentation or contact your video card vendor. 

2) Be sure IE is the only application running. Do not have screen savers, fax programs, etc. running. 


3) Be sure your windows swap file is set up as a permanent swap file and that it is smaller than 4 MB. For help refer to your Windows documen- 
tation or contact your Windows vendor. 

4) Install the latest video and sound card drivers on your system. For help refer to your video card and sound card documentation or contact your 
video card and sound card vendors. 

5) If you do not get MIDI music, copy your sound card’s midimap.cfg file to your windows\system directory. For help refer to your sound card doc- 
umentation or contact your sound card vendor. 


For other technical questions call 802 767 9145 





INDYCAR RACING 
7 TRACK PACK 





REVIE 





o I’m taking a walk on the bland 
side in the local mall when I hap- 
pen upon my least favorite com- 
puter software store. I decide to peruse the 
latest releases, and lo and behold what do I 
see sitting on the shelf but two IndyCar 
Racing boxes. I look a bit closer and notice 
that there’s something a bit different about 
these boxes. “Holy pitstop, Batman,” I 
cried (much to the embarrassment of those I 
was perusing with), “It’s not the old Indy 
500; it’s the Indianapolis 500 add-on for 
IndyCar Racing. And look, there’s also 
another IndyCar Circuits 7 Track Pack 
add-on that adds seven more tracks to the 
original eight!” I whipped out the old VISA 
card and drove home rather quickly in a 
state of complete bliss. 





Track Facts 

The 7 Track Pack includes Burke 
Lakefront Airport (located in scenic and fra- 
grant Cleveland), Mid-Ohio (yippee!), 
Pacific Place (Vancouver), Phoenix 
International Raceway (A track that I’ve 
been to three times), Road America (double 
yippee!), Surfer’s Paradise (Australia) and 
the Raceway on Belle Isle Park (near 
Detroit). It also comes with utilities to cut 
and paste your replays and one that allows 
you to print your car setups. You also get 
the latest and greatest version of the simula- 
tion that I still think is the best out there. 

All of these tracks give you exactly what 
you would expect from Papyrus — highly 
detailed and near-perfect renditions of all of 
these tracks (alas, still no curbing). Racing 
on these tracks you notice that Burke 
Lakefront has to be the worst track in the 
world (the airplanes are a nice touch, I must 
say), that it’s nearly impossible to pass at 
Belle Isle and Vancouver, that Road 
America and Mid-Ohio are worthy of their 
top-flight reputations as true driver’s tracks, 
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and that PIR is as fun to drive as it is to 
watch. 


Sweet Home Indiana 

The Indianapolis Motor Speedway add- 
on includes just the granddaddy of all race- 
tracks, the imposing brickyard. It comes 
with the same utilities as the other add-on, 
but includes the RaceCar Paint Kit, which 
allows you to customize the paint scheme 
and paint new decals on any of the cars. 

Some may question the value of the Indy 
add-on by itself, but racers should, and will, 
scoop itup. There’s nothing like the brick- 
yard, and those four qualifying laps have to 
be the most tension-filled a driver could 
ever experience. Again, Papyrus shows 
their commitment to details, as the track is 
beautifully rendered, from the strip of brick 
at the start/finish to the new grandstands 
and scoring tower around the track. When 
you play this you will be reminded instantly 
of the time spent driving Indianapolis 500: 
The Simulation, Papyrus’ previous ground- 
breaking simulation, and how much 
IndyCar Racing improved an already for- 
midable simulation. 

The same people may balk at the high 
prices for these add-ons, but especially with 
Indy, licenses do not come cheap, and that 
is really what kept it out of the initial 
release. It would have been a nice touch 
had Papyrus mailed ahead of the release a 
discount purchase mailer, rather then after 
they had hit the shelf. However, they have 
tried to include some other utilities to help 
pad their value, and while I personally could 
care less about the command-line-only 
replay and print utility, the paint kit, while 
crude, is quite entertaining. There were a 
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couple of problems with the initial shipment 
of the tracks (showing, perhaps, the rushed 
nature of their release) like missing screens 
and some glitches, but fixes have been post- 
ed on CompuServe. 


And Finally... 

The timing of this release couldn’t have 
been any better. The add-ons appeared in 
this particular store a day before the actual 
Indianapolis 500, which I watched along 
with a few million of my closest friends. 
Papyrus no doubt rushed these titles out 
without much fanfare to capitalize on the 
popularity of the race. Of the two expan- 
sion packs, I would say the 7 Track Pack 
has more value for the bargain minded, but 
you really need both of them in order to 
fully recreate the 1993 or 1994 season. 

Enough already. Buy them. Encourage 
Papyrus to develop more tracks by support- 
ing their titles with your hard earned cash 
(or credit). Maybe they’ll sell enough 
copies to try more types of racing simula- 
tions (the people cry for NASCAR, but I 
find it boring — let’s go for IMSA or vin- 
tage racing, okay?).L) 

Steve Bauman 


ms og by: gates Publishi 
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STOP THE PRESSES!! Scoop time, hopefully, 
but if not then it’s just an indication that the 
word/and or the project is out. What’s the big 
deal that is pushing baseball back into the on 
deck circle for the moment? FRONT PAGE 


SPORTS FOOTBALL ‘95! with Bill Holmes 


o, no, I don’t have it in my grubby little Stick-Um covered 
hand, but I do have new information straight from the horse’s 
mouth. Dynamix has confirmed that a new version of their 





best-selling (and may I add “landmark’’?) football game will be available 


on both CD and floppy formats, and there will be an upgrade from 
FRONT PAGE SPORTS FOOTBALL: PRO (although the details of 
the upgrade are not specific at this time). 

As we surmised in this column beforehand, some of the technology 
developed for the upcoming FRONT PAGE SPORTS BASEBALL 
will be incorporated, including the floating camera feature. While a 
moveable camera in a football game is not ground breaking, the adapt- 
ability of the CAMS modes incorporated with the many VCR features 
will give users complete control over the graphic representation of their 
games, live and on tape (start saving the cash for that gigabyte hard 
drive - you can save up to 9,999 replays!). If you have not experienced 
the Camera Angle Management System (aka CAMS), you are in for a 
treat! With this system, the user chooses between stationary and move- 
able cameras; if moveable, the camera has the ability to track the ball or 
any player (the “object”’) as well as to follow it. The difference is that 
“tracking” will maintain a constant perspective of the object while “fol- 
low” is always positioned 180 degrees from the movement path. A ball 
hit to the outfield and then thrown to third would switch viewing per- 
spectives in “follow” mode, but not in “track”. The distance from the 
object can be adjusted in either mode; in “track” you can rotate 
left/right/up/down around the object as well. 

But enough already about cameras! How about the game? Well, for 
starters, the new rules will be in effect; two point conversions, kickoffs 
from the thirty yard line, and the defense taking over from the point of 
the kick on missed FG attempts (this should cut down on those attempts 
from midfield!). Stretching these limits will be 53-man rosters (up from 
45) and a 6-man Injured Reserve List (up from 2). The updated NFLPA 
rosters and stats will be included so one can play with the real players 
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from the 1994/95 season. 

Any die-hard league player has by now constructed plays to turn a 
team into a champion, but in “pushing the envelope” on one end of the 
ball, the opponent AI (artificial intelligence, or how the computer 
“thinks” during the game) didn’t always keep pace; and some logic 
“loopholes” were discovered by seasoned play crafters. Having read the 
bulletin boards, Dynamix has responded — improved AI for the players, 
new profiles and gameplans and over three thousand stock plays to draw 
from. The AI for drafting and trading has been improved as well, and 
multiple-player trades are now permitted. There will be user-defined 
ratings for all positions based on stats, and All-Star selections will be 
based on stats and/or ratings. New drafting pools will also be an option 
so players can start a league from scratch. 

Throw in new animations, improved sound drivers, and the ability to 
generate stats even while in a fast-sim mode, and we’re talking major 
overhaul here. As I write this, the final bows on the package are not yet 
in place, so it’s possible that more elements will be available (looks like 
modem play is not in the plans at this point). Other news from the 
rumor mill has MicroProse revamping COACHES CLUB FOOT- 
BALL for release later in the year, and Micro Sports has already 
announced that they are waist-deep into their football products for Fall 
updates. We’ll be sure to cover these items in detail as more informa- 
tion surfaces; both of these put a lot into their 1993 games and their 
upcoming product should be killer! But hey, this is still baseball season. 

One reason Micro Sports has keyed on their football game stems from 
their announcement this week that their baseball product just started 
shipping! Too tight on this deadline to take a look at the released game 
in full, but the beta/demo we covered here a few months back looked 
great. Also announcing their intent was Accolade, who posted details on 
HARDBALL 4; the game will contain all 28 ballparks, hi-res digitized 
video graphics, automated highlight reels, extensive stats and better AI. 
An add-on MLBPA disk will ship simultaneously; Al Michaels calls 
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each player by name! 

A look at a much further developed beta for FRONT PAGE 
SPORTS: BASEBALL reveals features similar to the FOOT- 
BALL:PRO game; those familiar with “Training Camp” will easily 
step into “Spring Training” for example. For hands-on players, com- 
bining basic, standard and advanced settings to hit, pitch, run and 
field produces a personalized comfort level. Many of the “little 
things” look good too...the second mound visit in an inning forces 
the removal of the pitcher, two levels of minor leagues with waivers 
for those mastering the Free Agent Draft and the Amateur Draft; and 
weekly, YTD and career stats for players plus a database of situa- 
tional (ie vs LHP in June) information. The ability to control the 
players hands-on looks incredible, what remains to be seen is what 
options exist for long-term management beyond lineups and pitching 
rotations. We will be reviewing the game in depth when Dynamix 
has all features in place. 

One game that kept promising improvements in the future and deliv- 
ered in spades is PURSUE THE PENNANT, who always made an 
enjoyable text game that was user-friendly and accurate. With the move 
to version 5 (5.03 at this writing), the improvements are massive. There 
are no fancy graphics or stadium backdrops, but there are no creative 
limits, either. For those who just want to “plug and play,” the game 
comes with the 1993 season disk with all the players, parks, stats and 
schedule. Choose a team to manage or simulate the season schedule to 
see what happens; players are meticulously created and it shows. If you 
prefer to play “what if” scenarios, players can be dumped solo, by team 
or by league into a free agent pool and replaced (traded) for another. 
Teams can be moved around, so you can see how a team like the Giants 
would fare without Atlanta in front of them (well, we’re seeing this in 
1994, aren’t we!). If you really like to mess around, you have the ability 
to change everything - and I mean everything - from player names to 
wall heights in stadiums. The manual, new and oversized and also a 
major improvement, contains many pages of information relating to the 
methods and reasoning behind the design decisions in the game. These 
inserts and appendices are excellent reading regardless of one’s choice 
of gameplay. 

Having played in leagues with the 4.0 version for a couple of years, 
I’ve enjoyed this flexibility, although I’ve concentrated most of my 
changes on league configurations and team names. Stats are the 
lifeblood of baseball, and in a game lacking graphics, the play-by-play is 
of paramount importance as well. My major complaint with 4.0 was the 
limited text used in the play results. After a hundred games or so, any- 
one paying attention could call the upcoming play by the first line of 
text. Not so anymore - the play-by play has gone from basic to out- 
standing. Having the weather as a factor plus the availability of unusual 
plays lends an air of unpredictability that is appreciated. One feature not 
included, but under consideration, is the ability to save the play-by-play 
to a file. Together with the boxscore and scoresheet this would capture 
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the game perfectly for players in remote leagues; imagine reading the 
“radio broadcast” of a classic contest in the heat of the battle, and no 
commercials! 

The team and Player stats are also are vastly improved, with scrolling 
screens and enhanced reports available at a keypress. 

Fundamentally, the user interface is similar, but the availability of 
multiple colors, reserved “active disk” slots and a choice of viewing 
data, printing to hard copy or saving it to a customized filepath is a 
great move. The reports themselves are improved; players attempts 
are listed along with the steals, the splits and usage for lefty/righty 
at-bats are more clearly documented, team games can be recalled for 
a quick glimpse of results without having to sort through the entire 
schedule. Even the casual user can have a better idea of what makes 
his players tick. 

I still see improvements needed, although I may be nitpicking. 
The manager profiles are even more in depth than before, and once 
again the computer will automatically create one if you desire. 

There is an option in the game to modify the playing time for play- 
ers, and this is used to keep part time players from exceeding their 
real-life stats and/or simulating a recreated season. For season-sim- 
mers, it’s a no-brainer, as you set the pace and go. But for game-by- 
game players, the options to manipulate usage time can be confusing, 
as a predetermined depth chart can be overridden by a usage modifi- 
er. If you want to use a part timer at will but not have him exceed 
his actual L/R stats from real life, it’s a hard choice. Using the 
“Limit Bench Playing Time” or “TrackStarts” options will not let 
him exceed his pace for the season, and using “GameByGame” will 
implement a probability factor rather than a specific plan. Not 
choosing a limitation option runs the risk of overusing a player and 
throwing the stats out of whack. Someone should devise a switch 
that lets you create a specific plan but disables the player when he 
has reached his limitation. 

Another question is the reports and sorting module. An entire league 
of free agents can be loaded onscreen and sorted in many ways, but sev- 
eral key categories are missing. Pitchers can be sorted by “wins” and 
“saves”, but not innings pitched (crucial for draft leagues! ); batters by 
offensive stats, but not by fielding availability. The ratings are there, but 
not sortable; a true database interface is needed for the maximum effect. 
League Leader reports are still “top ten” lists, seeing the entire list would 
be a huge plus. I’d also like to see a past year and lifetime stat function 
for players and teams. This is a game that users play for years, why not 
make that history available to them? 

These “nits” have not affected my enjoyment of the game, however. 
The PTP crew has done a great job and the game remains a force on my 
hard drive. How about the other text sims? I know, I know, I 
promised...next month, let’s give Haffner, Diamond Dreams and 
APBA equal time, then run them all through the paces. Until then, play 
hard, play fair, and have fun!) 
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NO.|Player Name | SLOT | 2a 
27 Barnett, Oliver AAA 
5 Pike, Marck RAA 
9 Youngblood, Scott fet 
S2 Bennett, Cornelius RAR 
Cutter, John Ret 
5 Patton, Marveus RAR 
15 Lodigh, Mike RAR 
9 Willis, Keith RAR 
| Wolfram, Glen Ret 
9 Maddow, Mark RAR 
9 Marcus, Zack fret 
Cook, Pat fiet 
8 Counter, Larry HAA 
9 Hiatus, Kevin AAA 
98 Harvey, Richard RRA 
8 Heinrich, Peter fic t 
Jones, Henry LOW 
BB McClurg, Dave Ret 
9 Nelson, Norm : Ret 
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UPGRADE UPDATE 


ACCOLADE — 
This upgrade fixes joystick calibration problems. 
AVALON HILL 


This patch addresses a number of issues, including adding an exit at the beginning and end ake game, 
Al fixes, and you will be harassed by the copy protection only once per loaded game. 


CRYSTAL DYNAMICS 





Adds support for the Pro Audio Spectrum series of sound cards (I can personally vouch for it now . 
working) and addresses various lock-ups and other sound ne. Cc 


ELECTRONIC ARTS 


UPGRADES 


This patch allows full 16 bit sound with the Sound Blaster 16. 
INPRESSIONS 


Addresses a few of the bugs in Detroit, including the bankrupt computer bug and the weirdness involv- 
ing more than 255 free workers. 


LUCASARTS 


This patch helps with random lock-ups, fixes memory problems with machines with over 16 megabytes 
of RAM, adds brightness controls, includes a boot-disk maker, and improves joystick control. 7 


MAXIS 
Just in time for the arrival of my Pentium, this patch fixes known problems in hi-res modes and allows 


the, er, “game” to work on Intel’s latest processor. 


Updates SimFarm to 1.3, which adds the “government subsidization” option, whereby you do nothing 
and rake in money. : _ 
Fixes a couple of bugs in the budget screen. | don’t think these bugs exist on the PC version. 
MICROPROSE 

The patch fixes the heading drift problem and removes the jitters from the padlock (and lemme tell you 
about those jitters...) 

This fixes that cursor drift problem (i hated that) as well as the time and ie eichiens 

NEW WORLD COMPUTING 

This patch fixes problems with some CD-ROM drives and disk swaps during play. 

Fixes sound problems in the game. 


ORIGIN 





This patch has nine, count them, nine fixes for this game. Whew. 
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For both of you still using an AdLib card, here’s the patch for you. 


PAPYRUS 





This patch fixes modem play and problems with menu selection when using a steering wheel con- 
troller. Note that the version of the game that ships with the track add-ons is 1.05. And did | men- 
tion that this is a really great game...[aw, shuddup] 


QQpPp 


This patch helps the game choose video cards, fixes some minor bugs, and allows you to choose 
sound card IRQ’s. 





Fixes some general modem problems. 


Fixes some mouse Al and gameplay bugs. 


UPGRADES 


Gravis Ultra Sound drivers for Leisure Suit Larry VI CD, Police Quest IV, Quest for Glory Shadows of 
Darkness, and Gabriel Knight (both disk and CD). 


SOFTWARE SORCERY 


This patch fixes the “General CD failure” error and also repairs the problem with entering the Electronic 
Book and crashing to DOS. 


These patches allow you to set the address and IRQ’s with Jutland. 


This isn’t a true patch, but just a semi-public beta test of a future patch. Expect that patch at any time. 


This addresses a lockup problem on Shea Stadium (as if the Mets didn’t have enough problems - 
blame this one on Bonilla too). 


This patch changes DOS extenders and fixes some crash problems. 
THREE-SIXTY PACIFIC 


Yet another version of Harpoon. Pretty soon they'll be up to 2.0, or is that Harpoon 2? 


An interim patch which allegedly fixes the most severe “anomalies” (as they call them) in the game. A 
final patch will be available that will address the rest of the “misguided features.” 


TRILOBYTE 


This fixes problems with Cirrus Logic’s VLB boards. Also, you may want this latest version if you've 
just purchased the game, as it addresses most of the problems with the game (though | can say with 
all honesty that the game worked perfectly for me right out of the box). 


WESTWOOD STUDIOS 


This patch is for the floppy version and fixes problems with Dawn’s Key, Pentium, and DX2-66 lockups. 
Note: All of these patches can be obtained by contacting the publisher directly, either via phone, mail, 
or modem (consult your manual for their tech support or BBS numbers). Most of the patches are also 
available on the major on-line services, such as Compuserve, America On-Line, and GEnie..) 
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after he met with the company that started the trilogy 


concept, Apogee Software 


Cherchez le creneau” remarks Scott Miller. That’s Apogee 
Po rs Software’s marketing strategy in a nutshell. That phrase was 

Miller’s inspiration in the creation of Apogee, the shareware 
company. Founded in 1987 by Miller, and later joined by business 
partner George Broussard, their company looked for a hole in the 
game market and filled it (that’s what cherchez le creneau means in 
English). “Easy to learn, hard to master” explains Broussard, “that’s 
the motto of our company.” For over seven years, Apogee has been 
producing, marketing, and distributing their own unique genre of 
action games, and at the same time, producing alliances with develop- 
ment teams around the world to distribute their games. 

Perhaps this concept is best illustrated with Apogee ’'s biggest seller, 
and one of the most popular PC games, Wolfenstein 3D. Creating an 
alliance with small companies — in this case id software — Apogee 
publishes the games in the shareware market (as was the case with 
Wolf-3D). Apogee gives small companies the marketing and direction 
they need to result in a winning game formula. They obviously have 
this formula perfected to an art by this point, with some 25 games 
released to date. 


“Although other companies such as Epic and id have come along, 
there is no arguing we’re the pioneer of shareware,” Miller explains. 
Apogee invented the trilogy concept where they release part (usually 
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one third) of the game for free, and ask consumers to buy the other 
part for a small fee. Miller believes another key part of Apogee 's suc- 
cess is their setup of a worldwide distribution network, and a home 
Bulletin Board System (BBS), Software Creations, voted as 1993’s 
best BBS in North America. “Without good distribution, no-one 
knows about your software, and thus, no-one buys it,” Miller simply 
explains. “Although we don’t personally sell our games in retail (at 
least not yet), our on-line distribution network is second to none. Later 
this year we will start selling our registered games in retail for a low 
price.” 

At the heart of this operation is an office building in downtown 
Garland, Texas, just outside of Dallas. Since development teams span 
the world (including New Zealand, and Taiwan), the main office was 
mainly administrative at first. But now, Apogee has moved a number 
of development teams in house. Tom Hall (former id creative director) 
was hired to flesh out Rise of the Triad, their first “in-house” game, 
previewed elsewhere in this issue. 

‘“We’re moving onto the bigger and better things” Broussard says. 
‘“‘We ran into some bad luck in 1993. Many projects were delayed, and 
we ended up releasing EGA titles in 93, something we knew was a big 
mistake. Still, we did have our best year yet, but it didn’t satisfy us, 
we knew Apogee could do better.” After some rather unimpressive 
EGA releases, Apogee returned with some ambitious releases in early 
1994, including Raptor and Mystic Towers; they don’t want to fall 
behind on technology again. At the core of Apogee new “high-tech” 
approach is their 3D engine entitled BUILD. “It’s all that DOOM was 
and more,” promises Miller. 

“We realize that DOOM is huge, and our hats go off to id,” Miller 
honestly admits. “But we feel that there is a lot more to 3D games 
than just what DOOM can do, and we’re exploring other arenas. In 
addition, our 3D engine is just as fast as DOOM, and at the same time, 
includes many more features. Our four new 3D games are all distinct- 
ly different, each offering something new and exciting to 3D fans.” 
Those four new 3D games are indeed impressive based on the prelimi- 
nary copies I’ve played with. For those of you hooked on DOOM, 
these games will be a welcome change to our daily diets of aDOOM 
deathmatch game. 

The four 3D games currently in development each have their own 
niche, although their primary focus is action. “We’re not out to create 
Wolf-3D or DOOM clones,” points out Tom Hall. Shadow Warrior 
is a combat title which transports the player to Mt. Fuji. You’re a 
highly trained Ninja fighting other oriental enemies. Spells and magic 
play an interesting role in this title. Duke Nukem 3-D expands on the 
Duke saga, placing Duke on a space station, trying to break the force 
field which will let him go to earth. Eventually Duke will end up in 
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futuristic Los Angeles. The detail in this game is extremely realistic 
including curbs which say “no parking,” and buildings over 50 stories 
tall. Nukem 3D will concentrate on tons of weapons and power-ups, 
something the series is famous for. A yet untitled 3D horror game will 
concentrate on spooks, and based on the levels I’ve played, will deliv- 
er on this promise. Ghosts will even be transparent, which 1s a really 
interesting feature possible in BUILD. Finally there is Return of the 
Gods, which is a game set in ancient Egypt. The plotline suggests that 
the pyramids were built by aliens to produce an energy field to control 
humans. You play an archeologist examining the pyramids, but it 
soon becomes apparent that there is some kind of alien activity in the 
vicinity. The art in the game is simply incredible, including a level 
where you venture into the pyramids via a river. Gods will climax ina 
battle within an ancient alien space ship buried deep below the ground. 
This is the 3D game which is the most adventure/puzzle oriented. 

“Ok, so you’ve told me the game plots, but what does this Apogee 
3D engine do that id’s doesn’t?” You eagerly ask. Well, in this exclu- 
sive profile, I’m going to tell you. Perhaps the biggest feature is the 
ability to look up and down in this 3D world. “It’s the most common 
feature our players ask for, so we’re giving it to them, with no reduc- 
tion in frame rate,” says Miller. Scott’s right, I’ve witness this feat in 
person; you can look up and down 35 degrees (including ducking and 
jumping) without any slowdown. Imagine look up and shooting an 
enemy off a ledge, or playing this game over the modem and ducking 
down behind a box so your friend can’t see you. 

Broussard says that “although the DOOM engine is amazing, our 
engine is going to allow for more interaction with the environment, 
and in essence, smarter gameplay.” In talking with the programmers at 
Apogee, they insist the key to this 3D engine is the ability for move- 
able sectors. To keep it simple, this means that entire sections of the 
map can move horizontally and vertically. Examples include an earth- 
quake which cracks the floor, and a subway system. This subway sys- 
tem is truly impressive. The subway will drive up to its stop, slow 
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down, open the doors and let you enter. Then it will start up and move 
you through the map. This technology can be expanded to mine cars, 
and more realistic doors, which open in different fashions than the 
doors and secret passages found in DOOM. 

Other “cool” features in Apogee’s engine which have not been avail- 
able in other 3D games include the ability for rooms above or below oth- 
ers. This comes in very handy for levels where you can actually swim 
under water. Lighting is an important atmospheric effect, and BUILD 
will allow for “true” lighting effects. For instance, when you open a 
door, the room will adjust it’s light level according to how bright it is 
outside. Artificial Intelligence (AI) is very important in these games, 
and Apogee is making enemies very smart, so they can actually run 
around and steal your health power ups, or even commit suicide! Wait 
until you see their new PolyTex engine, which will allow for full 6- 
degrees of freedom (i.e. rotation) at 25 frames per second. 

Modem play and serial/network connections (including deathmatch- 
es) are a big part of 3D games, so head-to-head play is a major design 
factor. In fact, Tom Hall is now starting work on Serial Killers, a 3D 
game especially designed for modem/network play. Apogee also real- 
izes the fact that game editors are a big part of 3D games. They will 
be releasing many editors (including a very easy level editor) to aid 
gamers in the creation of their own levels, characters, and sounds. 

For someone who wasn’t impressed with some of Apogee’s EGA 
work in 1993, I must admit that they’ve kicked their development into 
high gear this year, and promise to deliver some spine- tingling games. 
As for the release dates on these 3D games, the consensus is that they 
all are scheduled for early 1995, although one title may come out in 
time for Christmas. I’m confident that Apogee is going to deliver “the 
height of gaming excitement” to us in the near future, definitely heat- 
ing up the shareware market. Well, it’s time to close the door on the 
shareware shack for this month. I hope to see you again next month 
when the paint is a little drier, for more exclusive information on the 
hottest shareware.(_} 
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Curing the Boot Disk Blues 
or How I Learned to Love DOS 6.x 


HARDWARE 


of man. Each game seems to require some little tweak to 

your machine’s setup in order to get the stupid thing running. 
Today it’s worse than ever, with third-party memory managers, 32-bit 
protected mode software, CD-ROM drivers, network drivers, SCSI 
drivers, and God knows what else you can throw in your computer. 
There is a solution to this gaggle of boot disks and setups, and that is 
the MS-DOS 6.x multiple boot configuration feature. 

I wouldn’t consider MS-DOS 6.x (let’s see, what version have the 
courts decided on today?) the most essential upgrade to DOS, unlike 
the jump from 4.0 to 5.0 was. There is one feature, though, that should 
really make it the choice of gamers everywhere and that is the inclu- 
sion of a multiple boot utility. Microsoft, in their infinite wisdom, 
included a nifty option that allows you to create more than one setup in 
your twin files of horror CONFIG.SYS and AUTOEXEC.BAT and 
select the configuration right when you turn on your computer. In 
their infinite weirdness, they decided not to document this feature in 
the DOS manuals, instead putting the information in the on-line help. 

You may be saying, “So what.” Hardcore gamers have probably 
been using some sort of multiple boot utility for some time now, usual- 
ly a shareware program that keeps multiple copies of your setups and 
then reboots your system. The MS-DOS 6.x way is much cleaner 
once setup, and hopefully this tutorial will help you create a setup that 
will work for you and keep you from having to keep a bunch of boot 
disks lying around. 


T he boot disk has been the bane of gamers since the dawning 


How Does it Work? 

When you turn on your machine it first executes a file in the root, or 
C:\, directory called CONFIG.SYS. It usually contains low-level dri- 
vers for memory management, CD-ROM drivers, SCSI drivers, and so 
on. After your computer has finished with CONFIG.SYS it moves on 
to another file, AUTOEXEC.BAT, which is a DOS batch file (a script 
of commands and programs that could normally be typed in at the C:\ 
prompt). 

With DOS 6.x it will present the user with a menu of configurations 
provided you include a few special commands in your CONFIG.SYS 
file. We’ll take a look at my CONFIG.SYS and AUTOEXEC.BAT 
files and I will try to explain what the special lines do, and how you 
can use them to help you create custom configurations. Note that it is 
beyond the scope of this article to explain every command in each of 
these files. 

My general setups are as follows. I have one setup for non-CD- 
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ROM DOS games that gives me about 620K of free RAM and uses 
expanded memory, which many games also require (noted by the 
inclusion of the EMM386 line). I also have a DOS CD-ROM game 
setup, which also uses expanded memory and loads my Adaptec SCSI 
CD-ROM drivers. Next up we have Windows with CD-ROM setup. I 
load the SCSI drivers for my SCSI card and also my CD-ROM driver. 
Note that I do not load EMM386, since I do not use any DOS pro- 
grams from Windows that require expanded memory and don’t need 
to load any of the drivers in high memory (Windows doesn’t care 
much about that dreaded 640K memory area). If you don’t need it, 
don’t load it. 

Looking at lines 1-6 you will see nothing special. Line 7 is where 
the action starts, so we’ll start there (and get back to 1-6 later). Line 7 
is the line that tells DOS that you have multiple boot configurations. 
This line is required and needs to be entered exactly as you see it here. 

Now we jump back to lines 1-6. Lines 1-6 are the commands that 
are common to every one of my setups. These are executed regardless 
of which configuration I choose. Since you need to load HIMEM.SYS 
for almost every program it could go there. The same for your FILES 
and BUFFERS commands, which are likely to be identical for every 
setup (though again, your mileage may vary). You can optionally 
label this section [COMMON], and you will have to label it if these 
commands are located anywhere but the very beginning of the file. 

Line 8-11 is where you define your configurations (note that you 
can have more than three — remember, this is my setup —your 
mileage may vary). The MENUITEM is required, and what follows 
after that is the description that will be used to identify that configura- 
tion in your CONFIG.SYS and AUTOEXEC.BAT files (you will need 
to know these names later). The text that is displayed on your screen 
at the menu follows the comma. For example, I have a configuration 
I’ve called GAMENOCD, which is my “Game setup: no CD-ROM.” 

Line 12 tells DOS which menu item will be the one that the system 
defaults to when the amount of seconds that you put after the comma 
counts down. In my example if you do not select any configuration it 
will pick GAMENOCD after 10 seconds. 

Line 13 is where we start executing the commands that are specific 
to each configuration. You have to include the name you’ve given that 
configuration inside the brackets. 

You will see that I’ve included only the things necessary for that 
configuration. For example, if I’m not going to use my CD-ROM 
drive I do not load the drivers for it since they take memory. This is 
important in DOS, and less so in Windows so I always load the CD- 
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ROM drivers for Windows. 
Next up is the AUTOEXEC.BAT file. 
The AUTOEXEC.BAT file starts off with the things that are com- 


mon to all of your setups, just like the CONFIG.SYS file. Your PATH 


and PROMPT statements are going to likely be the same, as are your 
SET statements. The important things begin at line 11. 

At line 11 the GOTO %CONFIG% command tells the computer to 
jump to the configuration you selected at the menu prompt. Unlike the 
CONFIG.SYS file, in AUTOEXEC.BAT you mark each configuration 
by putting a colon in front of the description. For example, if we 
chose the “Game setup: no CD-ROM,” it was called GAMENOCD, 
and the GOTO %CONFIG% would be the same as GOTO 
GAMENOCD, which would cause it to jump to line 12 in the 
AUTOEXEC.BAT file. Once it gets there it loads SMARTDRV, 
DOSKEY and a mouse driver. After that, in line 16, it jumps to the 
section I’ve called END. If you didn’t include an END section it 
would try to execute all of the commands that followed (lines 17-25), 
which you would not want. You will notice too that the WINCD sec- 
tion launches Windows and doesn’t load a mouse driver (Windows 
has its own), which the others do not. 

Again, I want to stress that this is my setup. You may choose to 
have one setup launch Windows and one launch a DOS menu that 
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starts all of your games. Regardless, I think you will find that by using 
the multiple boot option of DOS 6.x you will reduce some of the 
headaches that having to maintain boot disks causes gamers today. 

Warning: You can use an editor such as EDIT that is included with 
DOS to edit your configuration files. Before doing this, however, you 
should be familiar with how they work, since you could conceivably 
keep your machine from being able to work correctly if you were to 
put something incorrect in one or both of the files. This is not for 
novice users. Fortunately there is a new feature of DOS 6.x that 
allows you to bypass entirely the two configuration files, and you can 
see the keys that allow you to do this once your menu has been creat- 
ed. Remember, this can be dangerous so be careful. Backup the files 
before you work on them so you can restore them to their working 
state if something happens.) 
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This month: We continue our online coverage 


with a look at Compuserve’s tactical wargame, 
Sniper, designed by Steve Estvanik 


eaders who wander into the Sniper! “Saloon” can be forgiven 
for thinking they have stepped back into the seventies when 
boardgames were experiencing their boom times. Sniper! is 
an almost exact copy of the Simulations Publications, Inc. (SPI) 
boardgame of years ago (which may still be available from TSR). 

As was the case with SP/’s Sniper!, the version on Compuserve gives 
players control of a squad of soldiers from any of the major participants 
in WW II. A variety of weapons are offered, ranging from pistols to the 
first automatic rifles, such as the M1 carbine. 





How it Works 

Here the tale diverges. There are three ways to play Sniper! on CIS. 
Method one 1s to use the information as Sniper! presents it. Sniper! 
does everything in ASCH, including the map. Even after perusing the 
documentation several times, I remained in the dark concerning most of 
what I was looking at. Deciding that I was one of the ASCII challenged, 
I quickly moved on to methods two and three. 

Method two is to use Scope, which is a DOS-based front end for 
Sniper! Downloading Scope incurs a surcharge of two dollars in addi- 
tion to the time it takes to download. Scope offers a number of improve- 
ments over straight Sniper!, including a three-dimensional, offset repre- 
sentation of the map, which you can scroll around, using the mouse. 
Hands down Scope has the best graphics of the three, even including ani- 
mated soldiers. Scope also lets industrious Sniper! players preserve their 
efforts on film, which may be viewed later at leisure. 

Our third contestant is WinScope. As its name implies, it is a front 
end that runs under Windows. The graphics for WinScope are not as 
elaborate as those for Scope, and do not offer the three-dimensional feel 
that Scope’s do, being instead a flat top-down view where the soldiers are 
shown as an ID number, a symbol to show their condition and an arrow 
to show their facing. WinScope does offer features Scope lacks, such as 
a satellite view of the whole battlefield as well as digitized sounds and a 
macro facility. 


The Game Itself 

The general course of play is the same for all versions. Players start 
off in the Saloon, where they can chew the fat or settle the “‘pre-bout” 
issues such as what type of mission, what map to use and who plays what 
side. Players may choose to play one-on-one, on two-person teams or 
join a SuperSolo mission. After the players have agreed to terms they 
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enter the Sniper! arena proper. A player may also ask to watch others 
play. If permission is granted, you will see the battlefield from the per- 
spective of the player who allowed you to join. 

There are five mission types and each mission has several scenarios to 
choose from so that players who wish to use a particular team (e.g. 
Soviet) will not be disappointed. A total of eighteen maps support the 
scenarios so “map monotony” will not set in. Scope and WinScope offer 
an offline map viewer. 

SuperSolo missions are a special case. The maps for SuperSolo mis- 
sions are generated randomly and multiple players may take part in cut- 
throat competition. 


Screen Orientation 

In general, the screen is the same for both Scope and WinScope. A 
local map is displayed in the upper left third of the screen. The upper 
right third of the screen is devoted to a rundown of the status of the oppo- 
sition. WinScope uses part of this area for its macro key display. The 
lower third of your view shows the timer, a status line for your troops and 
an order and message area where you can type your commands and see 
messages from your troops and the system. 

Commands are issued by typing the first two letters of the command 
and then the number of the man you want to issue it to. Most commands 
require further definition such as direction and distance for a move order. 
You can issue commands to “all” so that everyone’s fire may be directed 
at one target, for example. 


Real-time Pressure 

Sniper! runs in real time and here, as in real life, hesitation kills. 
Certainly for the first several games, players who take the “pause that 
refreshes” to look the situation over will find themselves remarkably 
dead in short order. Frequently, I found myself knowing what my men 
should be doing, but unable to remember (or type <g>) the needed com- 
mands fast enough. Speed typing and an eidetic memory would be great 
assets for this game. While it would appear that WinScope’s macro 
facility gives players an advantage, the command structure is such that 
macros are seldom useful. 

Morale plays a large factor in Sniper! and this is as it should be. 
When men are first fired on and later in the game, panic checks are taken. 
Troops failing a panic check may bolt or cower, rendering them useless 
until they recover. Each soldier has a morale value which will become 
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worse as their side fares ill. At some point, if players do poorly enough, 
their troops’ preservation level will be reached and the player will no 
longer be able to score certain victory points and their troops will take 
much longer to perform tasks. 

Each order given by the players takes time to execute. Every soldier 
has an activation number that reflects his readiness to respond. The 
two factors combine so that unwary players may find their urgent 
orders for slower men in a “holding pattern,” stacked up and waiting to 
be executed. Orders may be cancelled to release such a laggard for 
more pressing matters. 


Techno Detail 

Scope and WinScope are about the same size, around two hundred 
kilobytes. Scope has better graphics and the film utility. WinScope has 
a large array of creature comforts, such as easy access to the Hall of 
Fame, go buttons for all the areas related to Sniper! and conversation 
macros for many of the common phrases needed to set up a game in the 
Saloon. 

On the whole, I found WinScope easier to deal with and, thus, played 
it more, but I found it valuable to see the terrain as Scope depicted it for a 
reference and I was most glad of the film viewer so that I could have 
some idea of what I would encounter online. 


Online Boredom Addressed 

Online games are mostly a generation behind their single-player coun- 
terparts, sometimes more. There are many reasons for this. As a look at 
dial-up numbers for any of the major networks shows, most gamers can 
only hook up at twenty-four hundred baud, though the services boast 
about their high-speed access. This limits designs that rely on massive 
information exchange, such as flight sims. A number of successful 
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online games are multi-player versions of stand-alone hits. With the 
additional time spent in development to get an online equivalent working, 
this nearly guarantees the game’s dated look by the time it appears on a 
network near you. 

Until the advent of /NN, there was no nationwide network whose sole 
focus was games, so the “big three” networks (GEnie, CIS and Prodigy) 
had the stage to themselves. Now game networks seem to be popping up 
like talk shows. There also seemed to be a general misconception that 
online games would lose money and a certain misunderstanding of our 
gaming culture. This, combined with the business and information ori- 
ented origins of GEnie, CIS and Prodigy, meant that games were general- 
ly last on their list of priorities. As the networks have seen the lengths 
gamers will go to feed their addictions, they have shown an increased 
willingness to provide stimulating, quarter-eating diversions. 


Of Days Gone By 

Sniper! is a relic of those lackluster bygone days. While the graphics 
of the two front ends are functional, the command structure is arcane and 
cumbersome, and most of the informational displays are cryptic strings of 
numbers and letters that will only give up their meaning to careful study. 
Sniper!’s learning curve is steep, but it does what it does very well. The 
game teaches the right lessons about small unit tactics, the importance of 
advancing by rushes, situational awareness, making the best use of men 
and their capabilities and more. Long time Sniper! players will develop 
a good understanding of many of the problems faced by squad leaders in 
real combat, without having to pay in blood. 

You can always reach me at the Ultimate DOOM Play-Doh Theater 
and Coffee House on GEnie (Sam.Baker), CIS (72662,3066), INN 
(126435) and MPGN (107269). 
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REBOUND 


If you've got some- 
thing to say - say it! 
Write to: 

Strategy Plus 

P.O) Box 5692 
Burlington, VT 05402 


Letters may be edited 
for space. 





Play by the Numbers 
Dear Mr. Wartofsky: 

As a somewhat new subscriber to your mag- 
azine, and as a very new PC user and “gamer,” 
I have a few comments I hope you will be kind 
enough to consider. 

Although certainly not rich /by whose stan- 
dards? if you own a computer you're richer 
than a majority of the world’s population right 
now by a very long shot, guy!], | do have more 
money than brains /typical American but hon- 
ester than most]. Consequently, when I got my 
new home computer I rushed out and bought 
several PC games. I quickly learned that very 
few companies consider the needs (shortcom- 
ings?) /cf. pg. 25 of our last issue] — hey, 
shaddup! I’m trying to say something impor- 
tant here! /ack! sorreee...] — of new users 
when designing and documenting their wares. 
I know everyone has to start somewhere, but I 
didn’t expect to learn to swim by being tossed 
in at the deep end. 

I was hoping your magazine could help me 
out. However, although $+ is “reader-friend- 
ly,” there is no measuring stick or standard of 
comparison for novices such as myself. Have 
you ever considered a rating system for games, 
classifying them as to degree of difficulty (e.g., 
Beginner, Intermediate, Expert, etc.)? Another 
possibility would be to have a standardized rat- 
ing system for different characteristics of each 
game (e.g., Graphics, Ease of Play, Strategy, 
Action, etc.). Each characteristic could be rated 
on a scale of 1 to 10, or five stars, or something 
similar. Such a system could benefit experi- 
enced gamers as well as novices by making 
comparisons more meaningful. 

Other than that, I find Strategy Plus enjoy- 
able, entertaining, and informative. Once I fig- 
ure out what I’m doing I’m sure it will be an 
even better read. Thanks for your time. 


Tim Goles 
Houston, TX 


Dear Tim, 

First, thanks for taking a moment 
to write in! The issue of ratings 
has been one we've kicked 
around from time to time, 
but there are some (I 
think) very good rea- 
sons we've always 
ended up deciding 
against using 
them. First — 
and you can 
ask some 
of the 
orig- 


figuring out what “pip A:*.?x?=B: /V” meant 


fortunately, more arts and crafts 























































inal Infocommies if they’re still around and play, interface, etc. by assigning them 


alive, like Dave Lebling about this — rating a a numerical rating would be equiva- 
lent to trying to decide whether, 
say, King Lear rates a 3 or a 10 
because it’s a great drama 

but almost all the good 


game for difficulty is virtually impossible. 
Various companies have tried to do same from 
time immemorial, and the results have always 
been that what one segment of the gaming pop- 
ulation finds really easy, another finds nigh 
impossible. Rating a game as Easy also invari- 


guys die in the end. 
A vast array of 

opinions will always 

exist on such mat- 


ably translates for many gamers into Not 

Worth Spending $50 On, thus doing a discredit 
to a potentially very entertaining design (like- 
wise, rating a game as Advanced may seem like 


ters; reducing 
them to sim- 


a promise of infinite gameplay and thus lead a ple formu- 


novice gamer to purchase something requiring las is 
so much experience in a genre that starting off — poten- 


in the game will seem even more difficult than tial- 
to new users when Northstar CP/M was king). 
So, rating for difficulty is out simply because it 
really does a disservice to the gamer and the 
game to try to do so. 

As for giving a numerical rating for a 
game, or for various features of a 
design, again, game creation is still, 


than science; which means that 
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Interactive Movie! 


What Reviewers are Saying : 


‘“‘Lots of games claim to be pushing the 
envelope—Under a Killing Moon blows it to 
smithereens ” 

—William Trotter, PC Entertainment 


“Under a Killing Moon...the most 
elaborate eraphic adventure to date. A 
sround breaking CD adventure!” 

—Joyce Worley, Electronic Games 


the quality of a design or vari- 





ous aspects thereof is very 
much open to interpreta- 
tion and individual 
taste. To try to col- 





lectivize such 
ephemeral phe- 
nomena as 





quality of 
graphics, 
game- 


“Under a Killing Moon combines the best 
elements of movies and computer games and 
creates an amazing interactive experience 
that’s better than either of them . 
It literally pulls you into the screen.” 


—Denny Atkin, Entertainment Editor, 
Compute Magazine 


This category-creating Interactive Movie from ACCESS Software goes light 


years beyond any other product labeled “interactive.” Under a Killing Moon 
takes you to the streets of post World War III San Francisco and casts you into 
the role of Tex Murphy, Private Investigator, who first appeared in Mean Streets, 


then Martian Memorandum 


Under a Killing Moon is a Virtual World fullof 


















ly a real insult to the reader’s intelli- Strategy Plus: think that, for instance, Harpoon II alone will 


gence, and, more importantly, push- I’d like to thank you for your continuing warrant sustained in-depth coverage. We hope 
es the industry, I think, in very excellent air combat sim coverage — The we will continue to provide you exactly the kind 
wrong directions. We at S+ Hangar remains the excellent (and entertaining) —_ of timely and reliable information we ‘ve always 
will continue to stand up for column it’s always been since its inception, and — been known for in your areas of interest. 
the value of individual the recent reviews and tips pieces on the latest Please write again and let us know how we're 
insight — our writers’ major releases have been very helpful (if a bit doing, okay? Thank you! — Eds. 
and our readers’ — over-optimistic in assessment in some cases). 








and trust you will I hope you’ll be planning to do similar kinds Shoot Out the Lights 
do the same. of in-depth work for two genres I think are Dear Mag, 
Taking | goingtoheatup significantly in the coming What is it with the current obsession over 
t he _ year: sub/naval strategy and space combat/sim- first-person shooters? Underworld should 
Plunge _ulation/strategy. Major releases such as never have been released. I got sick of playing 
Dear Master of Orion and Harpoon II are I think arcade games (first person, third person, who 














































just the start of a trend and I’d like to have cares? It’s all the same!) on my Atari ST a 


timely and reliable info on new releases so I long time ago, and upgraded to IBM hardware 
can make smart purchasing decisions, asI’mon __ so I could get into those more complicated 

a (relatively) restricted new software budget adventures and CRPGs I heard everyone else 
right now. ooh-ing and ah-ing over. Now I’m all set with 


REBOUND 


my 486 and hundreds of megabytes of hard 
Thanks, disk space ready to rock and roll, and 
Paul Hiller WHOAH!! DOOM!! I’ve played this before. 
Humbervale, Ontario Canada (yawn) 


Yeah, so its walking and scrolling and light- 


Dear Paul: ing effects are really cool... big deal. I was 
Funny you should ask! impressed by them for about ten minutes. 


We're planning regular fea- Should I just ditch the IBM or will you please 
tures along both lines reassure me that this is a fad that’ll pass quickly 
you ve just mentioned, SO we can get back to something a little more 
with more to come. thought-provoking instead? 


We agree that 

there's alot on Elbert Huntinkle 
the way in the Wawaukee, MO 
two above- 

mentioned Dear Elb, 
genres, Whoah yerself! Hang on there a sec, fella! 

and DOOM is cool, the whole industry’s got it’s 
head turned by this thing (or was it all the $$ 
signs that went trailing after it). Sure, it may 
be a bit arcade-ish right now, but think of the 
possibilities once that kind of 3D scrolling 
engine is put to use for more complex styles of 
gameplay. And anyways, sometimes it’s 
nice to just come home and fire up a 
sweet and simple game like this with- 
out having to get out the latest tech- 


& | : nical bulletin on constellation shift 
s What rate * P . prior to play, eh? It’s not like 
: — 2 me & o DOOM is sweeping stuff like 
f | e Outpost or Wargame 
I Mm SET ES a E Construction Set IT: 
“ . ‘ Tanks! under the rug, 
brian Keith, ‘ee then, Booster 
a 2 = ee like the program- 
CR | Ga ? . ee: en ming, just 
; ig Fs = e es change the 
& Russell Means 5 © Pe - channel 
= - . — Eds. 
all have in 
common’? 





G 


° They all star in ACCESS Software’s 


new CD thriller Under a Killing Moon! 


ao! oM, Amelia Eorpare Dr. — 3 | 


=i 3s \ anal 
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‘SUPERHERO 
LEAGUE OF 
HOBOKEN’ Lead a 
hilarious band of 
mutant superheros 
into battle in the 
post-nuclear waste- 
land of Hoboken, 
NJ. Your party in- 
cludes Captain Ex- 
citement, Zaniac, 
and Tropical Oil 
Man. Your arch-nem- 
esis is the evil Dr. En- 
tropy, determined to 
thwart the rebirth of 
civilization. $34 





SHIPPING! 


Place an order for an out of 
stock item and recieve FREE 
overnight shipping when prod- 
uct becomes available. Han- 
dling $2 per shipment. 











‘THRUSTMASTER 
F-16 FLCS’ A ver- 
satile stick with vir- 
tually unlimited pro- 
grammability. It 
looks and feels like 
it was ripped out of 
the jet. The ultimate 
edge for any flight 
sim. Offers a grip 
modeled after the F- 
16 Fighting Falcon, 
four 8-way hat 
switches, a dual 
stage trigger and 3 
strategically placed 
buttons. $119 


‘SERF CITY: LIFE 
IS FEUDAL’ Use 
thousands of serfs 
to create a kingdom 
that can challenge 
and overtake op- 
posing settlements. 
Offers a complete 
economic system 
that the computer 
tracks. Fill your 
kingdom with 24 
building types, feed 
serfs from five food 
staples, and make 
use of five natural 
resources. $39 


_ 








‘HEIRS TO THE THRONE’ As Baron of your army, your mis- 


‘ACROSS THE 
RHINE’ Control 
history's famous 
tanks or entire com- 
panies & experience 
the fierce combat & 
tough decisions that 
gripped WWII tank 
commanders. Offers 
multiple command 
levels, texture 
mapped objects, 
and 3D graphics. 
Blast your way 
through enemy 
units across war- 
tornEurope. $48 


sion is to conquer the continent and become King of your 
empire. You must control your armies' supplies and morale 
as well as fend off multiple attacks from yourenemies. $19 





Acoustic ResrchP 22 $72 
Acoustic ResrchP 42 $159 
Acoustic Resrch P570 $319 
Acoustic Resrch P622 $239 
AdLib Sound Card $34 
Advncd Gravis Ultrasd $129 
Advncd Grvs Ultrsd Mx $185 
Altec ACS 100 Speakrs $69 
Altec ACS 150 Subwfer $109 
Altec ACS 200 Speakr $209 
Altec ACS 3 Spkr Sys $169 
Altec ACS 300 Sp wSb $249 
Altec ACS 50 Speakers $79 
Auto Cockpit $169 
CH Weapons System $69 
Cyberman $79 
Flight Cockpit $219 
Flight Control Stand $18 
Flight Stick $35 
Flight Stick Pro $57 
Game Card 3 Automatic $25 
Gravis Analog Joystick $29 
Gravis Anolog Pro Jystk $34 
Gravis PC Game Pad $19 
Jet Stick $24 
Labtec CS-1000 Spkers $75 
Labtec CS-1200 Spkers $84 
Labtec CS-1400 Spkers $99 
Labtec CS-150 Spkers $14 
Labtec CS-550 Spkers $24 
Labtec CS-700 Spkers $32 
Labtec CS-800 Spkers $30 
Labtec CS-900 Spkers $69 


Mach 3 Joystick $27 
Maxx Cobra Flightstick $59 
Maxx Control Yoke $54 
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Media Cncpt Sblist Clone $39 
MS Flit Sim 5 Grvs Jystk $49 
MS FlitSim 5 Grvs Pro $56 
NEC 3XE Ex CD Drive $549 
NEC 3XI Int CD Drive $459 
Notebook Gameport $42 
PC Symphny Adlib Cmpt $29 


PC Virtual Golf Club $129 
Pilot Control Stand $19 
Pro Audio Spect 16 Bas $104 
Pro Audio Spectrum Plus $89 
Pro Audio Studio 16 $169 
Reel Magic CD Upgrde $599 
Reel Magic Lite $289 
Reel Magic Vid Upgrd $359 
Sony SRS9 Speakers $14 
SBistr 16 ASP wSCSI-2 $214 
SBlaster 16 Basic $119 
SBlaster 16 MCD (ASP)$179 
Snd Blaster 16 Value $109 
Sound Blaster 32 AWE $263 
Sound Blaster Deluxe $79 
SBlaster Discvry CD 16 $299 
SBlaster Gmblist CD 16 $379 
SBlaster Omni CD Drv $209 
Sound Blaster Pro Dix $79 
Sound Blaster Pro Value $85 
Sound Blaster Value $59 
SBlast Vid Spigot WIN $199 
Snd Blaster Voice Assist $42 
Sound Galaxy BX2 wSp $49 
Sound Galaxy NX2 wSp $59 
Sound Galaxy NXPRO $109 
SGIxy NXPRO16 Mmd $299 
SGlIxy NXPRO Mmd Kit $249 
Sound Machine $94 


Sound Machine Pro 16 $139 
Sound Man Wave $188 
Sound StarSnd Enhncr $9 
SoundMan 16 $99 
Teac Quad Spd CD Drv $595 
Thrustmst Driving Sys $111 
Thrustmaster FCS Pro $99 
Thrust FCS Pro UPROM $14 
Thrustmaster FLC Sys $119 
Thrustmst Flight System $59 
Thrustmst Game Card $25 
Thrustmst Rudder Sys $99 
Thrustmaster WCS 2 $94 
Thrust WCS2 UPROM $14 
Universal Cockpit $219 
VFX 1 Virt Realty Hdgr $949 


Video Blaster $299 
Virtual Pilot $65 
Virtual Pilot Pro $84 
Voice Blaster $39 
7th Guest CD $48 


7th Guest 2:11th Hr CD $54 
Advent Will Beamh VGA $24 
Advent Will Beamish CD $24 
Alone in the Dark $34 
Alone inthe DarkCD $48 
Alone in the Dark 2 $34 
Alone inthe Dark2CD $41 


Alone in the Dark 3 CD $48 


Altered Destiny $29 
Amazon $16 
Animation Classics $39 


Beneath a Steel Sky CD $39 


Beverly Hillbillies $19 
Bioforge $48 
Bioforge CD $52 
Blake Stone Episode 1 $9 
Bloodnet $39 
Bloodnet CD $43 
Blue Force: Next of Kin $35 
Blue Forc: Next KinCD $39 
Brain Dead 13 CD $35 
Buccaneers CD $48 


Cadillacs & Dinosurs CD $46 
Castle Wolfnstn 3D MD2 $24 
Castle Wolfnstn 3D MD3 $24 


Castle Wolfenstein CD 


$42 


Castle Wolfstn-Spr Dest $29 


Chaos Continuum CD 
City 2000 CD 
Companions of Xanth 
Companions Xanth CD 
Conan CD 

Conqust Robin Hd VGA 
Conquests of Camelot 
Conspiracy CD 
Corridor 7 

Corridor 7 CD 

Covert Action 

Creature Shock CD 
Crime Does Not Pay 
Critical Path WIN CD 
Cruise for a Corpse 
Curse of Enchantia CD 
Cyberia CD 

Dark Forces CD 

Dark Half 

Dark Seed 


Reader Service No. 1 


$44 
$34 
$32 
$33 
$26 
$24 
$15 
$39 
$28 
$29 

$6 
$48 
$12 
$48 
$19 
$23 
$46 
$48 

$9 
$36 


Dark Seed CD $39 
Darkseed 2 $42 
Day of the Tentacle $35 
Day of the Tentacle CD $42 
Death Gate CD $35 
Don’t Go Alone $6 
Doom $45 
Doom CD $48 
Doom 2: Hellon Earth $45 
Doom 2: Hell EarthCD $45 
Doom Episode 1 $12 
Dracula $32 
Dracula CD $35 
Dracula Unleashed CD $47 
Dragon’s Lair 2 $34 
Dragonsphere $25 
Dragonsphere CD $48 
Dreamweb $36 
Dune CD $49 
Earth Invasion WIN $24 
El Grito D Jagr CD WIN $46 
Elf $24 
Epic $32 
Eric The Unready CD = $35 
Eric the Unready $24 
Escape Dead Zone CD $48 
Evolution $29 
Evolution CD $29 
Fascination CD $39 
Flashback $19 
Fortress of Dr. Radiaki $48 
Fourplay WIN $19 
Fred P. Frontier Pharm $24 


Fred P. Frntr Pharmc CD $33 
Fred P. Frntr Pharmcst 2 $44 
Free DC $9 


Freelancer 2120 $42 
Freelancer 2120 CD $42 
Full Throttle CD $42 
G-force $19 
Gabriel Knight $39 
Gabriel Knight CD $45 
Gamma Force $6 
Gateway 2 CD $32 


Gateway 2:Homeworld $32 
Gateway Collect 1&2 CD $36 


Gobliiins CD $19 
Gobliiins 2 CD $19 
Goblins 3 CD $19 
Guy Spy CD $29 
Hand of Fate $29 
Hand of Fate CD $39 
Harvester CD $46 


Heart of China EGA $34 
Heart of China VGA $19 


Heaven and Earth $32 
Heimdall $17 
Hell Cab CD $46 
Hired Guns $36 
Hook $32 
Horde $44 
Horde CD $49 


No Mouth & | Must Scrm $44 
No Mth & | Mst Scrm CD $44 


In Extremus $42 
Inca $19 
Inca CD $19 
Inca 2 $24 
Inca 2 CD $24 


Indy Jones Fate Atlantis $29 
Indy Jones Ft Atlantis CD$42 
Inherit the Earth $32 


OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR, HI, AK, APO, FPO 
$4 per order. Worldwide airmaChips & Bitsil $6 per item. Handling $2 per shipment. 


Visa, MC and Discover Accepted. Checks Held 4 Weeks. Money Orders same as cash. 
COD $8. Defectives replaced with same product. Most items shipped same day. Ship- 


ping times may vary. Price/availability may change. All sales final. Call for details. 
















‘HAND OF FATE’ 
is the second title 
in the Fables and 
Fiends series. Fol- 
low an offbeat 
young mystic 
Zanthia, who must 
voyage to the 
center of the 
world to undo a 
hideous curse. 
Contains hours of 
fun for all Legend 
of Kryandia fans. 
Features unfor- 
gettable charac- 
ters. $29 


"CONQUERED 
KINGDOMS' 
Plunge into a medi- 
eval world to con- 
quer Cascatia. In- 
vade castles, fly 
over mountains, 
and use the forests 
to your advantage. 
Features nine sce- 
narios, human and 
fantasy combat 
troops, 21 levels of 
difficulty, modem 
play, and complete 
game scoring his- 
tory. $12 





‘LINKS PRO CASTLE PINES’ Setin the beautiful land of Colo- 
























$62 ade cas brit By 


rado is the Castle Pines Golf Club designed by Jack Nicklaus. 
This course offers 7,495 yards of golfing challenge, the longest 
PGA Tour course, and beautiful graphics. $19 





‘INCA 2’ It all be- 
gins 500 years in 
the future, aboard a 
Lost City afloat in 
space. They fly 
ships cut from stone 
and forged from 
brass and tin. They 
fight against evil con- 
quistadors that navi- 
gate the heavens in 
floating galleons. An 
asteroid brings dan- 
ger to the empire. 
Prepare for battle at 
the helm of a stolen 
spaceship. CD $24 
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‘X-COM: UFO DE- 
FENSE’ You control 
X-COM; formed by 
the world's govern- 
ments to fight the 
alien menace. 
Shoot UFO's down 
and use soldiers to 
investigate the site. 
Make all the crucial 
decisions, complete 
ground missions to 
help your scientists, 
and tackle the aliens 
with automatic rifles 
and rocket launch- 
ers. CD $39 





*FREE GAME OFFER 


Spend the specified amount on any in stock software and 
choose a free IBM game from the corresponding list below. 
Offer subject to change or cancellation without notice. Valid 
from August 1st through September 30th or while supplies last. 


SPEND $60 GET 


Playmaker Football Combo, Cardinal of Kremlin 3.5, Darkhalf 3.5, 
Trump Castle 2 Data Disk 1 or 2 3.5 or 5.25, Gunship 5.25, 
Pirates 5.25, Star Legions 5.25, Magic Candle 2 5.25, MacArthurs 
War 5.25, Crime Does Not Pay 5.25, Warlords 5.25, X-Men 5.25 


SPEND $100 GET 


Airborne Ranger 5.25, Mercenaries 5.25, Command HQ 3.5, 
F15 SE 2 3.5, M1 Tank Platoon 3.5, Megatraveller Zhodani 
5.25, Red Storm Rising 3.5, Battles of Destiny 3.5 





Inherit the Earth CD $32 Loadstar CD $38 QuestGlory1VGACD $39 Starship $29 = All Character Editors $16 Dungeon Master $29 
Innocent Until Caught $34 Lost Eden $42 Quest for Glory 3 $24 Stellar7CD $24 ADD Collectors Edition 3$19 Dungeon Master 2 $37 
Inspector Gadget $34 Lost Eden CD $48 Quest for Glory 4 $38 Superhero Lg. Hoboken $34 Al-Qadim CD $39 Dungeon Master2CD $48 
lron Helix CD $56 Lost Files Sherick Holms $26 Quest forGloyy4CD $44 Superhero Hoboken CD $34 Al-Qadim:Genie’s Curse $42 Elvira 2 Jaws Cerberus $16 
Isle of the Dead $31 Lost Treasrs of Infocom $32 Red Shift WIN CD $44 System Shock $48 Amberstar $19 Eye ofthe Beholderi $14 
Jack the Ripper $39 Lost in Time $19 Return To Zork CD $44 System Shock CD $52 Arborea Journey Inr Snct$34 Eye ofthe Beholder2 $19 
Jagged Alliance $48 Lost in Time CD $19 Return of the Phantom $34 Terminator 2029 $29 Arena: Elder Scrolls $39 Eye of the Beholder3 $19 
Jonny Quest $26 Lunicus CD $42 Return of Phantom CD $38 = Terminator 2029 Op Scr $19 Bard's Tale Construction $29 Eye of Beholder3CD $42 
Journeyman Project CD $46 Magic Death CD $26 — Return to Zork $44  TerminatorRampage $42 Black Crypt $32 Fire King $24 
Journeyman Projct 2 CD $52 Magic Pockets $18 Riftwar LegacyVGA $39 Terminator Rampge CD $45 Blackmoore CD $46 Flames of Freedm MWII $24 
Jurassic Park $36 Man Enough CD $35 Ringworld $35 Terror of the Deep $36 Bloodstone $27 Forgotten Castle $49 
KGB $17 Manhole $24 Ringworld CD $38 Terrorofthe DeepCD $36 Captain Blood $9 Forgotten Castle CD $55 
King’s Quest 5 VGA $32 Maniac Mansion $18 Robinson’s Requiem $35 The Dig $40 Celtic Legends $32 Four Crystals of Trazere $16 
King’s Quest 5 WINCD $41 Mario is Missing CD $44 Robinson’s Requiem CD $35 The Prophecy $19 Challenge of 5 Realms $39 Gateway Savge Frontier $32 
King’s Quest 6 CD $39 Martian Memorandum $24 Robocop 3 $32 Touche $39 Champions $37 Gods $16 
King’s Quest 6 Upgrd CD$24 Mixd Up Faery Tale EGA $14 Robot City CD $48 Trance Mission CD $36 Champions of Krynn- $12 Hero’s Might & Mage CD $45 
King’s Quest 6 VGA $45 Mixd Up Faery Tale VGA $29 Sam & Max Hitthe Rd $34 Treasure Huntrs, Inc CD $48 Cobra Mission $34 Heroes of Might & Magic $45 
King’s Quest 7 CD $49 Mixd-Up Mother Goose $29 Sam & Max Hit Road CD $42 Tuneland CD $48 Curse of Azure Bonds $15 Hexx: Heresy of Wizard $32 
‘King’s Ransom $36 Morph Man CD $29 Screen Antics WIN $19 Ultimate Domain $39 Cyber Space $39 Hunters of Ralk CD $54 
King’s Ransom CD $38 Myst CD $46 SDI $6 Ultimate Domain CD $44 Cyber Space CD $38 Intrplay’s 10 Yr Anth CD $48 
Kronolog : Nazi Paradox $36 Noctropolis $48 Secret Monkey Island2 $21 Under a Killing Moon CD $55 CyberJudas CD $48 Jorune CD $48 
Labyrinth of Time CD $47 Noctropolis CD $52 Secret Monkey Isle VGA $23 Uninvited $6 Cyclones $46 Kingdm Far Reaches CD $44 
Lands of Lore 2 $42 Nomad $35 Shadow Caster $26 Universal Neverlock $39 Cyclones CD $48 Knights of Xentar $46 
Lands of Lore 2 CD $46 Nomad CD $36 Shadow of CometCD $47 Voyeur CD $46 Daemonsgate $28 Knight Xentar CD $48 
Laura Bow 2 $24 Out ofthis World $19 Simon the Sorcerer $32 Walker $32 | Daemonsgate CD $32 Knight Xentar Adit Upgrd $5 
Laura Bow 2 CD $24 OutofthisWorld2CD $45 Space Quest 1VGA $16 Warriors of Legend $18 Dark Sun $47 ~—_ Lands of Lore $34 
Leather Goddesses2 $39 Pepper's Advt Time VGA $29 Space Quest 4 CD $37 Where Space Carmn Dix $39 Dark Sun CD $49 Lands of Lore CD $41 
Legend of Kyrandia $32 , _Phantasmagoria CD $49 Space Quest 4 VGA $28 | Where in USA Crmn Dix $45 Darklands $39 Legacy: Realm Of Terror $39 
Legend of Kyrandia CD $32 Police Quest 1 VGA $19 Space Quest 5 VGA $36 Where in Wrid Crmn Dix $44 Daughter of Serpents $19 Lord of the Rings2CD $38 
Legend Kyrandia3CD $39 Police Quest 3 VGA $24 Spawn $44 WhereinWorldDixCD $54 Demon Hunter $42 Lordofthe Rings CD $45 
Leisure Suit Larry 1 EGA$16 Police Quest 4 DOS/WIN$39 Spelicasting 101 $19 Who Killd Sam Ruprt CD $24 Disciples of Steel $34 Lord of the Rings V1 $32 
Leisure Suit Larry 1 VGA$19 Police Quest 4 CD $39 Star Reach $36 Wing Commd Ultm 6 CD $29 Dragon Strike $12 Lord of the Rings V2 $15 
Leisure Suit Larry 5 $34 Prince of Persia $25 Star Trek 25 Annivrs CD $54  WrathofGodsCDWIN $44 Dragon Tales CD $38 Lord of the Rings V 1&2 $19 
Leisure Suit Larry 5 VGA $24 Prince of Persia 2 $42 Star Trek 25th Annivrsry $26 Yserbius $26 Dragons of Flame $9 Lords of Midnight $44 
Leisure Suit Larry 6 $42 Quantum Gate WINCD $45 Star Trek: Judgmnt Rites $33 § Zombie Dino CD $41 Dungeon Hack $38 Lords of Midnight CD $44 
Leisure Suit Larry6 CD $39 Quest for Glory 1 $18 Star Trk: Str Flt Acad CD $52 = Zorro $39 Dungeon Hack CD $39 Loremaster $19 
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‘WING COM- 
MANODER 
ARMANDA’ After 
years of following 
orders, you are now 
the sole com- 
mander, respon- 
sible for heading up 
a strike against 
your enemy. Pit 
yourself against a 
friend or fly with a 
friend against the 
computer via mo- 
dem. Explore, for- 
tify and mine up to 
2,000 planets. $48 





COMPUTER GAMES 
STRATEGY PLUS! 


Recieve an issue of Strategy Plus maga- 
zine FREE with every IBM software or- 
der. Offer subject to change or cancella- 
tion without notice. Valid from August 1st 
to September 30th or while supplies last. 








The Surrealist ic Adventure 


That Wil Become Your World 








‘STAR TRAIL: 
REALM OF 
ARKANIA’ In a 
world rife with peril, 
your destiny seems 
uncertain: an an- 
cient feud fueled by 
a millennia of ha- 
tred. Choose wisely 
for the fate of 
Arkania is in your 
hands. Features 
smooth-scrolling 
3D movement, fully 
animated combat, 
and over 350 
weapons. $41 


‘MYST’, The surre- 
alistic adventure 
that will become 
your world. Journey 
to an island world 
tinged with surreal- 
istic mystery, where 
only your wits and 
imagination will 
unlock an ancient 
betrayal of the 
past. Features 3D 
photorealistic 
graphics, original 
soundtrack and 
non-linear game- 
play. CD $46 
























































‘THEME PARK’ 
Can you design 
and build the great- 
est amusement 
park in the world? 
You control every 
aspect of running a 
profitable amuse- 
ment park, from 
staffing to research 
and development. 
Select from 21 rides 
and attractions, 5 
‘design your own 
rides’, and 11 variet- 
ies of shops and con- 
cession stands. $42 


‘MAN ENOUGH’ 
Five women and 
you. They want it 
all. But its not going 
to be easy. An in- 
teractive social 
adventure,Man 
Enough features al- 
most an hour of 
live-action video, 
stimulating dia- 
logue, which comes 
to life through digi- 
tized speech and 
320 x 400 en- 
hanced VGA 
graphics. CD $35 





Magic Candle 2 $9 
Magic Candle 3 $9 
Masters of Magic $41 
Masters of MagicCD $48 
Matrix Cubed $9 
MegatTraveller 2 $12 

MegatTraveller:Zhodani $6 
Megatraveller $18 
Menzoberranzan $39 
Might & Magic 3 $19 
Might & Magic 4 $37 
Might & Magic 5 $36 
Mines of Titan $9 
Pirates Gold $39 
Pool of Radiance $15 
Pools of Darkness $38 
Protostar $39 
Ravenloft CD $51 
Ravenloft:Strahd’s Possn$48 
Realms of Arkania $25 
Red Crystal $21 
Return to Ringworld CD $48 
Riftwar Legacy CD $23 


Rome: Pathway to Powr $29 
Secret Silver Blades $15 


Sentinel Worlds 1 $9 
Shadow Caster CD $45 
Shadow Sorcerer $9 


Sherlock Holmes 1CD $36 
Sherlock Holmes 2CD $36 
Sherlock Holmes3CD $51 
Skyrealms of Jorune CD $50 
Skyrlm Jorune: Alien Lgc $48 
Sleeping Gods Lie $6 
SpellJamer:Pirates Spc $16 
Spelicraft:Aspect of Valor$19 
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Star Trail $46 
Star Trk Dp Space 9 CD $52 
Star Trek Deep Space 9 $52 
Star Trek Next Gen CD $56 


Stonekeep CD $46 
Stronghold $36 
Summoning $16 
Sword of China $42 
Syndicate $39 
Syndicate Plus CD $41 
Tales Magic:Prophe Shd $16 
Terran Envoy $9 


Treasures Savage Frontier$9 
Ultima 4 Quest of Avatar $35 
Ultima 5 Warriors Destny $38 
Ultima 6 False Prophet $19 
Ultima 7 Black Gate $47 
Ultima 7 Forge of Virtue $16 
Ultima 7 Series CD $42 
Ultima 7.5 P 2 Silver Sd $20 
Ultima 7.5 Serpent Isle $48 
Ultima 8 CD w/spch pk $47 
Ultima 8: Pagan $48 
Ultima 8 Speech Pack $17 
Ultima Uworld 1&2CD $32 
Ultima Uwrld 2 Labyrinth $48 
Ultima Uwrld Stygn Abys $21 


Uncharted Waters $42 
Unlimited Adventures $19 
Veil of Darkness $29 
Waxworks $14 
Witch World $42 
Wizardry 4 $19 


Wizardry 6 Cosmic Forge$22 
Wizardry 7 Crusaders $29 
World of Xeen CD $40 


ATP 2.0 $29 
AT P Flight Sim 1.00 $12 
A320 Airbus $29 
AH-64 B Longbow $54 


Aces Europe Missn Dk 1 $27 
Aces Europe Missn Dk 2 $27 


Aces Over Europe $39 
Aces Pacific Missn Disk $19 
Aces of the Deep $44 
Aces ofthe Deep CD = $47 
Aces of the Pacific $44 


Aces of the Pacific CD $39 
Aces overEurope CD $39 
Across the Rhine $48 
Across Rhine Ex Set 1 $32 
Across Rhine Ex Set2 $32 
Air Cmbt Pac 1942 SD.1 $32 
Air Combat Pacific 1942 $48 
Air Cmbt Pacfc 1942 CD $48 


Air Duel $33 
Air Warrior 2 $34 
Air Warrior 2 CD $34 
Air Warrior SVGA $34 
Armored Fist $44 
Armour Geddon $32 
Army Air Corps:1942 $48 
Art of the Kill $24 
Assignment Miami $19 


B17 Flying Fort Classic $19 
B17 Fly FortwSS2CD $37 
Backroad RacersCD $29 


Battle Command $6 
Battle of Britain $34 
Battlecruiser 3000 $44 
Cardinal of the Kremlin $6 
Chopper Pack CD $38 


Chopper Strike $48 
Coaster $32 
Combat Classics 2 $19 
Conqueror Multi Tank $6 


Cyber Race $19 
Cyber Race CD $39 
Delta V $42 
Elite Plus $19 
European RacersCD $29 
Evasive Action $34 
Evolver $38 


Eye of the Storm Fit Sim $29 
F117A Stlh Fighter VGA $29 

F15 Strike Eagle 2 $15 
F15 Strk Eagle 3 Acs Pk $52 
F15 Strike Eagle3CD $48 


F15 Strike Eagle III $34 
F40 Pursuit Simulator $29 
FA 18 Hornet $54 
FA 18 Hornet CD $54 
Falcon 3.0 $46 


Falcon 3 S1 Fightg Tiger $24 
Falcon 3 S2 MiG 29 $32 
Falcon 3 S3 FA18Hrnt $32 


Falcon 4.0 $59 
Falcon AT $16 
Falcon Gold CD $54 
Fast Attack CD $48 
Fighter Duel Pro 2 $33 
Fleet Defender CD $48 


Fleet Defend F14 Tomct $45 
Fleet Defender Sc Dk 1 $32 


Flight $52 
Flight Light $19 
Flight Light CD $19 
Flight Sim ToolKit $58 
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Flight Sim Toolkit CD $54 
Flit Sim T-kit Out of Sun $34 
Flight Unlimited CD $48 
Fly the Grand Canyon $32 


Flying Circus $39 
Formula 1 $24 
Frontier Elite 2 $36 
Grand Canyon Scenery $18 
Grand Prix 500 2 $14 


Great Nav Bat Ships Atl $19 
Great Naval Battles CD $52 
Great Naval Battles2 $44 
Great Naval Battles 2 CD$42 
Gunship 2000 VGA $34 
H.A.W.C. $32 
Harrier Assault $19 
Harrier Assault SVGA $47 
Harrier Assult SVGA CD $44 


Heatwave $6 
Hell CD $48 
Hyperspeed $16 
Indy Car Racing $31 


Indy Car Racg Add On 1 $22 
Indy Car Racg Add On 2 $22 


Inferno $39 
Inferno CD $39 
lron Angel $39 
lron Angel CD $39 
Japan Scenery Disk $12 
Jet Pack CD $44 
Jet Fighter 2.0 $39 
Jet Fighter 3 $44 
Jump Jet $39 
Jump Jet Aces Pack $46 
Jutland CD $44 
Killing Cloud $6 


Lawn Mower ManCD_ $39 


Life and Death $19 
Life and Death 2 $24 
Lightspeed $9 
Loderunner $38 
Loderunner CD $39 
Lunar Command $24 
M1 Tank Platoon 2 $44 


M1 Tank Platoon Clssc $19 
M4: Sherman Tank Sim $34 
Mantis Exp Speech Pak $19 
Mantis Experim Ftr VGA $28 
Maximum Ovrkill Bdl CD $56 
Maximum Overkill MD 2 $32 


Mech Commander $38 
Mech CommanderCD $38 
Mechwarrior 2 $46 
Mechwarrior 2 Add-on $19 
Mechwarrior 2 CD $46 
MegaFortress $12 
Megarace CD $39 


Metal Tech: Battledrome $36 
Metal Tch 2: Earthsg CD $47 
Metal Tech 2: Earth Sieg $45 
MiG 29 (Stand Alone) $44 
MS Flight Sim 5.0 $44 
MS Flit Sim 5 Las Vegas $29 
MS Flit Sim 5 New York $29 
MS Flit Sim 5 Paris $29 
MS Flit Sim 5 San France $29 
MS Flit Sim 5 Portland $32 
MS Flight Sim 5 DC $29 
MS Flight Sim Flit Shop $32 
Microsoft Space Sim 1.0 $44 
Mig 29 Fulcrum $29 
Mig 29 Gold CD $49 


OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR, HI, AK, APO, FPO 
$4 per order. Worldwide airmaChips & Bitsil $6 per item. Handling $2 per shipment. 


Visa, MC and Discover Accepted. Checks Held 4 Weeks. Money Orders same as cash. 
COD $8. Defectives replaced with same product. Most items shipped same day. Ship- 
ping times may vary. Price/availability may change. All sales final. Call for details. 






‘INDYCAR RAC- 
ING’ Experience 
the thrill of racing 
the world's fastest 
race cars against 
the world's best 
drivers. No other 
simulation gives 
you IndyCar driving 
this real. Coax your 
car through an out- 
side pass, drop 
through the cork- 
screw at Laguna 
Seca or slide 
through the groove 
at220 mph. $31 
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‘UNDER A KILL- 
ING MOON’ Trans- 
ports you to the 
virtual world of the 
feisty detective 
Tex Murphy. New 
feature allows you 
to save and splice 
scenes together. 
Digitized voices & 
sound effects and 
an amazing level 
of detail & freedom 
of movement 
make this game vi- 
sually & aurally 
stunning. CD $55 

























‘INTERACTIVE 
ENTERTAIN- 
MENT’ the world's 
first CD MAG, is an 
episode of interac- 
tive television for 
your CD Rom. De- 
voted to entertain- 
ment software, IE 
features full-motion 
> eae reviews, talking pre- 
ROBERTA WILL IAMS INTERVIEM views, multimedia 
a ne hints and tips, and 
interactive video in- 

terviews with key 
figures in the gam- 
ing industry. CD $9 


OST STEN Ge 





Nascar Racing $39 SimCity Clssc Grph 1&2 $14 Voice Commander Bnd! $18 
Nascar Racing CD $39 Space Clipper $42 W C 2 Operation 2 $22 
Operation AirstormCD $42 Space Racers CD $44 W C 2 Speech Mod $13 
PT Boat Simulator $16 Spectre VR CD $45 W C Secret Mission $20 
Pacific Strike $49 Spectre Virtual Reality $35 W C Secret Msn 1& Bdl $20 
Pacific Strike Spch Pak $17 Speed Racer $26 W C Secret Missn 2 HD $20 
Pacific Strike wSpch CD $48 Star Crusader CD $48 Wing Commander $21 
Pheonix Fighter CD $48 Starlord $39 Wing Commander 2 Bdl $29 
Privateer $48 Stim Slum $42 Wing Commadr 2 Dix CD $29 
Privateer CD $48 Strike Commander $26 Wing Comm 2 wSpch Pk $26 


Privateer Special Opertn $19 
Privateer Special Oper 2 $22 
Privateer Speech Pack $17 


Strike CommanderCD $55 
Strike Commdr Sp Op 1 $22 
Strike Commdr Spch Pk $19 


Wing Commander 3 


$52 


Wing Commander 3 CD $52 
Wing Commadr Academy $24 


Power Politics WIN $12 Sub Battle Simulator $19 Wing Commdr Armada $48 
Rally $33 Sub Battle Simulator 2 $39 Wings of Glory $49 
Reach for the Skies $19 Sub Batt Sim 2 Win CD $39 Wolf Pack CD $33 
Real Weather Pilot $29 Sub War 2050 $33 Wolfpack $26 
Red Brn A10 Tnk Killr CD$39 Syndicate Sc1 Amer Rvit $22 World Circuit $29 
Red Baron M Dk Builder $18 TFX CD $39 World Circuit CD $34 
Red Baron VGA $29 TFX: Tactical Fitr Exprim $35 World Circuit 2 $42 
Red Baron wMsn Builder $29 Task Force Admirals Pk $45 World Circuit 2 CD $44 
Renegade $39 Team Yankee 2 $19 X-Wing $39 
Road & Trck Grand Prix $19 Team Yankee 2 CD $29 X-Wing Mission Disk 1 $19 
Sailing Sim 3 East Cst $32 Test Drive 3 $19 X-Wing Mission Disk 2 $19 
Sailing Sim 3 West Cst $32 Test Drive 3: Passion $19 Zephyr $45 
Sailing Simulator 3 $42 The Big One CD $29 

Sea Wolf $44 Theme Park $42 

Sea Wolf CD $44. Theme Park CD $43 

Seal Team $26 Tie Fighter $45 

Seaworthy CD $18 Tie Fighter Missn Disk 1 $24 500 CC Race Bike $29 
Secret Weap Exp He162$18 Tie Fighter Missn Disk 2 $24 _— Alien Breed $19 
Secret of Dinosaurs CD $44 Tornado $48 Aliens Ate My Babysitter $27 
Semper Fi $44 Train Engineer $29 Breakthru WIN $35 
Shuttle $26 U-Boat 2 $36 Capitol Punishment $37 
Shuttle CD $24 Ultrabots Sanction Earth $26 Capitol Punishment CD $29 
Silent Service 2 $21 Vette $15 Crazy Cars $25 



















‘BATTLES OF 
DESTINY’ In order 
to conquer the 
world you must 
seek out and de- 
stroy up to three 
opponents. Fea- 
tures modem play; 
air, ground and na- 
val combat; 22 dif- 
ferent units to con- 
struct; more than 
20 worlds to con- 
quer, campaign 
style play, and a 
complete player 
history. $19 





‘7th GUEST: 11th 
HOUR’ Sequel to 
7th Guest except 
the stakes are 
higher, the puzzles 
more clever and the 
return visit even 
more unsettling. 
Solve puzzles and 
investigate clues 
that take you 
through Stauf's 
haunted house with 
movie-like plot 
twists, special ef- 
fects and music 
soundtrack. CD$54 
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*FREE GAME OFFER 


Spend the specified amount on any in stock software and 
choose a free IBM game from the corresponding list below. 
Offer subject to change or cancellation without notice. Valid 
from August 1st through September 30th or while supplies last. 


SPEND $60 GET 


Playmaker Football Combo, Cardinal of Kremlin 3.5, Darkhalf 3.5, 
Trump Castle 2 Data Disk 1 or 2 3.5 or 5.25, Gunship 5.25, 
Pirates 5.25, Star Legions 5.25, Magic Candle 2 5.25, MacArthurs 
War 5.25, Crime Does Not Pay 5.25, Warlords 5.25, X-Men 5.25 


SPEND $100 GET 


Airborne Ranger 5.25, Mercenaries 5.25, Command HQ 3.5, 
F15 SE 2 3.5, M1 Tank Platoon 3.5, Megatraveller Zhodani 
5.25, Red Storm Rising 3.5, Battles of Destiny 3.5 





Creepers $34 
Dragon's Lair CD $34 
Dragon's Lair $34 
Dragon's Lair 3 $34 
Eight Ball Deluxe $38 
Fire & Forget $24 
Gobiliiins 3 $19 
Gobliiins VGA $16 
Guy Spy $24 
Incredible Machn 2 WIN $29 
Incredible Toons $29 
Innocent $38 
Jump Raven CD $42 
Jurassic Park CD $36 
Loderunner WIN $38 
Mad Dog Macree2CD $35 
Mad Dog Mcree CD $35 
Magnaflux Runner $29 
Metal & Lace NR13 $29 
Metal & Lace NR18 Upgrd$5 
Microcosm CD $45 
Microsoft Arcade WIN $29 
Mirage Thunder $39 
Mortal Kombat $36 
Oxyd Magnum $36 
Pinball Fantasies $29 
Prehistorik $29 
Raiden $32 
Raiden CD $36 
Rebel Assault CD $44 
Rise of the Robots $45 
Silverball $29 
Sink or Swim $19 
Sleepwalker $24 
Space Ace $32 
Space Ace CD $42 


Reader Service No. 1 


Space Ace 2 $34 
Street Fighter 2 $34 
Super Tetris $29 
T2:Arcade Game $29 
Take-A-Brk Pinball WIN $19 
Tetris $15 
Tetris Gold CD $32 
Titan $29 
Tristan Pinball $19 
Welltris $15 
Who Shot John Rock CD $34 
Wild Streets $24 


Wrath of the Demon $21 


APBA Baseball $24 
APBA Baseball Innovator$34 
APBA Bsball Statmst 2.0 $29 
APBA Bowling $14 
APBA Micro Manager $32 
Accolade Sprt Collect CD $29 
All Amer Coll Fball’94 $42 
Barkley: Shut Up & Jam $42 
Baseball for Windows $46 
Bball Chall 1987 Teams $9 
Bball Chall 1988 Teams $9 
Bball Chall 1989 Teams $9 


Blood Bowl $39 
Brett Hull Hockey $42 
CD-ROM BaseballCD $24 
Empire Soccer 94 $29 


FIFA International Soccer$39 
Front Page Football Pro $29 
Front Page Fball Pro 95 $44 


Front Pg FB Pro’95CD $47 
Front Page Sport Bsball $44 
Front Pg Sprt Bsball CD $47 
Front Pg Sprt FB Pro Up $29 


Goal $18 
Greens $34 
Hardball 3 $19 


Hardball 3 Collection $39 
Hardball 3 Players Disk $16 
Hardball 3 Stadium Disk $16 
Hardball 4 $34 
Hole In One Mini Golf $6 
Hole In 1 Mini Gif Crs Dk $3 
International Sports Chall $6 
Jack Nicklaus Clip Art $3 
Jack Nicklaus Crs Disk 1 $6 
Jack Nicklaus Crs Disk 3 $6 
Jack Nicklaus Crs Disk 5 $4 
Jack Nicklaus SE Crs 1 $4 
Jack Nicklaus Signat Ed $27 
Jack Nicklaus SE Crs 2 $16 
Joe Montana Football $46 
Joe Montana FballCD $54 
Joe Montana Football 2 $46 
Links Crs 2 Firestone $17 
Links Pro 386 Golf $32 
Links Pro 486 CD $42 
Links Pro C1 Mauna Kea$19 
Links Pro C2 Pinehurst $16 
Links Pro C3 Banff Spr $19 
Links Pro C4 Belfry $19 
Links Pro C5 Innisbrook $19 
Links Pro C6 Firestone $20 
Links Pro C7 Pebble Bch$24 
Links Pro C8 Cast Pines $19 
ML 1950s World Series $17 
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‘FRONT PAGE 
SPORTS BASE- 
BALL Brings you 
all the 1994 Major 
League Baseball 
Players. With over 
500 statistics per 
player, you'll have 
all the information 
you need to man- 
age your team. De- 
velop you own team 
dynamics, using Ma- 
jor League Baseball 
Players. View re- 
plays with VCR-like 
controls. $44 


INTERACTIVE 
ENTERTAINMENT! 


Receive an episode of Interactive Entertainment, 
the world's first CD MAG devoted to entertain- 


ment software, 


FREE with every CD ROM 


software order. Offer subject to change or can- 
cellation without notice. Valid from August 1st to 






ML 1960s World Series $17 
ML 1970s World Series $17 
ML 1980s World Series $17 
ML Baseball All Stars $12 
ML Baseball Managr Ch $12 
ML Bsblil 4 USAT Fn Mn $25 
ML Bsbil 4 USAT Gn Mn $19 
ML Bsball Pro Teams ea. $20 
ML Football 2 $12 
ML Personal Pro Golf $28 
MicroL 82 Bsball Season $17 
MicroL 83 Bsball Season $17 
MicroL 84 Bsball Season $17 
MicroL 85 Bsball Season $17 
MicroL 86 Bsball Season $17 
MicroL 87 Bsball Season $17 
MicroL 88 Bsball Season $17 
MicroL 89 FB Season $17 
MicroL Bsbll 4 USA Tday $28 
MicroL bsball Seattle 13 $12 
Microsoft Golf CD $48 
Microsoft Golf Windows $48 
NFL Chall Col AlmnTms $9 
NFL Chall Pre Season 90 $9 
NFL Chall 91 Pre Season $9 
NFL Chall All StarTeam $9 
NFL Chall Dream Teams $9 
NFL Chall Premium Ed $59 
NFL Coaches Club $34 
NFL Cchs Club Ex Dk $19 
NFL Cchs Club Fball2 $44 
NFL Proleague Football $12 
NFL Video Football $12 
NHL Hockey $43 
PGA Tour Golf Course 1 $17 
PGA Tour Golf Ltd Ed $32 


SEPT SPLUS 5 


September 30th or while supplies last. 


PGA Tour Golf WIN $26 
Pga Tour Crs 1 WIN $17 
Picture Perfect Golf CD $42 


Planet Soccer $29 

Playmaker Football $12 
Pro Tennis Cup $38 
Proleague Football’94 $29 
QuarterPole $26 
Road to the Final Four 2 $41 
Serious Soccer $18 
Sporting Triangle $3 
Tie Break Tennis $9 


Time Out Sports Bsball $22 
Time Out Sports Bsktball $39 
Tom Landry Football $29 
Tom Landry Football Dix $29 
Tony LaRussa BB 1990 $12 
Tony LaRussa BB 1991 $12 
Tony LaRussa Baseball $9 
Tony La Russa BB 2 CD $46 
Tony La Rss BB2 92 Tm $14 
Tony La Rss BB2 Fn Mn $14 
Tony La Rss Baseball 2 $35 
Tony La Rss BB2 Stadi $18 
Tony LaRssa BB2 2'94 $39 
Tony LRss BB2 2 '94 CD$48 
Tony LRss Classic Stad $12 
Tony LaRussa NL Stad $15 
Tony Larssa BB2 Tm ’93 $16 
Troy Aikman Football CD $49 
Ultimate Football $48 
Ultimate Football CD $48 
Unnecessary Roughness$33 
Wayne Gretzky Hockey 3$42 
Weaver Commssnr Dk 2 $16 
Weaver Tm/Playr Stat 89 $3 
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Action North Atlantic $26 
Action Stations Scenario 1$3 
Action off River Platte $26 
Aegis: Guardn Fleet CD $53 
Air Raid Pearl Harbour $22 
American Civil WarV1 $24 
American Civil WarV2 $24 
American CivilWarV3 $24 


Banzai $9 
Battle Stations $20 
Battle Tank Barbarossa $36 
Battle Tank Kursk $39 
Battle of Austerlitz $24 


Battle of Leyte Gulf $24 
Battle of the Atlantic $36 
Battles of Napoleon $18 
Battleship Bismark $26 
Beyond Squad Leader $45 
Blitzkrieg Ardennes $19 
Blue & the Grey $38 
Blue & The Grey CD $39 
Borodino Napoleon Invds$24 


Bravo Romeo Delta $24 
Campaign $32 
Campaign CD $35 
Campaign Mission 1 $18 
Carrier Strike $39 
Carrier Strike Exp Pak $19 
Carriers at War $32 
Carriers at War 2 $39 


Charge of Light Brigade $12 
Civil War No Grtr Glory $21 


Conflict: Korea $19 
Decision at Gettysburg $18 
Dreadnoughts $29 


Dreadnoughts Bismark $29 


GSE TM care 





‘ALIEN LEGACY’ 
Trillions of miles 
behind you are the 
shattered remnants 
of Earth. You com- 
mand the seedship 
U.N.S. Calypso. 
Explore space, 
colonize, invent 
technologies, and 
battle aliens. Build 
orbital and 
planetside colonies 
to generate needed 


resources. Fea- 
tures detailed fractal 
graphics. $38 


‘HANNIBAL’ takes 
history out of the 
history books and 
into your PC. As 
Hannibal, you ex- 
perience the life 
and times of one of 
history's most con- 
troversial heroes. 
Based on the actual 
history of Roman and 
Carthaginian cam- 
paigns. Offers over 
700 towns, go to 
market to equip your 
army, and negotiate 
peace or siege. $29 


Dreadnoughts Deluxe $59 
Dreadnoughts Ironclads $29 


Drums of Glory $44 
Fall Gelb $36 
Fields of Glory $37 
Fifth Eskadra $36 
Fifth Fleet $39 
Fifth Fleet CD $39 
Fleet Med $27 


Gary Grigsby Pacific War$44 
Gary Grigsby Wr Russia $45 
German Raider Atlantis $26 
Gettysburg: Intr Batt CD $42 
Gettysburg:Turning Pnt $24 


Golan Front $36 
Grey Seas, Grey Skies $36 
Halls of Montezuma $24 


Harpoon Battle Set4 $19 
Harpoon Challenger Pak $19 
Harpoon Designer Srs 2 $25 


High Command $34 
Kampfgruppe $39 
Kriegsmarine $36 
Kursk Campaign $36 
Line in the Sand $12 
Long Lance $39 
MacArthur's War $9 


Main Battle Tank C Grm $36 
Main Battle Tank MidEast$36 
Main Battle Tank NGrm $36 


Malta Storm $36 
Man of War $36 
Mare Nostrum $26 
Marianas Turkey Shoot $12 
Midway $24 


Moscow Campaign $36 


Reader Service No. 1 








Napoleonics $34 
Northern Fleet $36 
Operation Crusader $39 
Operation Overlord $36 
Pacific Strm Midwy Cpgn$36 
Pacific Strm Slmn Cpgn $36 


Panzer Battles $24 
Panzer General CD $39 
Patriot $12 
Patton Strikes Back $14 
Point of Attack $32 
Prelude to Jutland $24 
Red Sky Morning $36 
Return to Falklands $28 
Rising Sun $24 


Rd Sumter to Appomttox $45 
Rommel Batt for N Africa $24 
Rommel at El Alamein $36 


Rommel at Gazala $36 
Second Front $21 
Seventh Fleet $36 
Stalingrad $39 


Stalingrad Campaign $36 
Storm Across Europe $12 


Task Force 1942 $36 
The Great War $39 
Third Reich $34 
To The Rhine $36 
Typhoon of Steel $21 
UMS 2 $12 
UMS 2 Planet Editor $9 
Under Fire $12 


V Victory Market Garden $19 
V Victory: Gld, Jno, Swrd $34 
V Victory: Utah Beach $19 
V Victory: Velikye Luki $19 


‘D.R.A.G.O.N. 
FORCE’ They're 
armed, dangerous 
and ready for ac- 
tion. They're the 
Drastic Response 
Assault Group Op- 
erations Network 
Force - an elite in- 
ternational strike 
force against terror- 
ism. Lead your 
) team of top-secret 
trouble-shooters on 
special operations 
—- @ to the hottest hot 

3B spots worldwide. $12 


‘WARLORDS 2’ 
brings the fun and 
excitement of the 
first Warlords with 
640 x 480 graphics, 
ahidden map option, 
and totally new Al 
system. Features 
random mapping for 
infinite replayability, 
troop transports for 
amphibious warfare, 
& a diplomacy option 
that provides the 
framework for back- 
stabbing. $29 
Scen. Editor $29 


Victory at Sea $43 
War in the Falklands $24 
Wargame Cnst St 2: Tnk $39 


Warpoint $36 
Warship Changd History $26 
Waterloo $19 
White Death $19 


WW2 Batt of S. Pacific $21 


18th Air Squadron $36 
A Train $34 
A Train Construction Set $9 
A Train wConstructn Set $36 
Advanced Civilization $35 
Air Force Commander $9 


Airbucks 1.2 $33 
Alien Legacy $38 
Ancient Art of War Sky $26 
Archon Ultra $34 
Arctic Baron $29 
Arctic Baron CD $29 
Armada $22 
Battle Isle $32 
Battle Isle 2 CD $45 


Battle Isle Scenario Disk $22 
Battle of Chickamagua $38 


Battle of Chickmagua CD$42 
Battles in Time $36 
Battles of Destiny $19 
Black Beard $35 
Breach 3 $34 


Buzz A. Race Space CD $54 
Buzz Aldrin Race Space $26 


OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR, HI, AK, APO, FPO 
$4 per order. Worldwide airmaChips & Bitsil $6 per item. Handling $2 per shipment. 


Visa, MC and Discover Accepted. Checks Held 4 Weeks. Money Orders same as cash. 
COD $8. Defectives replaced with same product. Most items shipped same day. Ship- 
ping times may vary. Price/availability may change. All sales final. Call for details. 


































‘DREADNOUGHTS 
DELUXE’ Includes 
Dreadnoughts and 
- the Bismark and 
lroncalds' sce- 
narios. Models the 
looks and _ tactics 
of fighting fleets 
during the great 
age of the battle- 
ship. Features 
_ menu interface for 
_ entering com- 
mands, external 
™ 3D view and hid- 
| den movement. 1 
or2 players. $59 













‘INHERIT THE 
EARTH’ A fantasy 
adventure that will 
introduce players to 
a new world of 
breath taking scen- 
ery and excite- 
ment...Earth. Ac- 
company Rif the fox 
as he attempts to 
uncover the mystery 


VIASTER 








Surrounding an an- 
cient human artifact. 
Features intuitive in- 
terface, puzzles and 
overhead perspec- 
tive. $32 





‘MASTERS OF 
pad ORION’ is a fasci- 
nating game of 
space exploration, 
combat, and strat- 
egy set in the dis- 
tant future. Win the 
game by conquer- 
ing over half the 
Known star sys- 
tems. Includes 10 
different alien races 
with which to trade, 
battle and negoti- 
ate. Build a power- 
ful fleet of space- 
ships. $39 


‘OUTPOST’ You 
only get one chance 
to destroy civiliza- 
tion. Players ex- 
plore new worlds, 
research new tech- 
nologies and strive 
to colonize distant 
planets. Based on 
NASA research, 
Outpost is a realis- 
tic simulation of the 
complexities in- 
volved in building a 
self-contained colony 
on a hostile planetary 
surface. CD$44 





‘BATTLECRUISER: 
3000 AD’ You com- 
mand a mighty 
Battlecriuser in or- 
der to thwart the at- 
tack of the power 
hungry Gammulan 
Empire who hover 
on the brink of ga- 
lactic conquest. Of- 
fers advanced 3D 
modeling, texture 
mapping, interac- 
tion with 12 alien 
species, and extra 
credits earned by 
trading. $44 





*FREE GAME OFFER 


Spend the specified amount on any in stock software and 
choose a free IBM game from the corresponding list below. 
Offer subject to change or cancellation without notice. Valid 
from August 1st through September 30th or while supplies last. 


SPEND $60 GET 


Playmaker Football Combo, Cardinal of Kremlin 3.5, Darkhalf 3.5, 
Trump Castle 2 Data Disk 1 or 2 3.5 or 5.25, Gunship 5.25, 
Pirates 5.25, Star Legions 5.25, Magic Candle 2 5.25, MacArthurs 
War 5.25, Crime Does Not Pay 5.25, Warlords 5.25, X-Men 5.25 


SPEND $100 GET 


Airborne Ranger 5.25, Mercenaries 5.25, Command HQ 3.5, 
F15 SE 2 3.5, M1 Tank Platoon 3.5, Megatraveller Zhodani 
5.25, Red Storm Rising 3.5, Battles of Destiny 3.5 





Caesar $24 
Campaign 2 $36 
Cannon Fodder $22 
Cannon Fodder CD $34 
Capitalist Pig WIN $19 
Carriers at War Const Kit $34 
Castles $19 
Castles 2 $19 
Castles 2 CD $48 


Castles Northern Cpgn $12 
Celtic Tales: Balor of Evil $39 
Chsmst 4000 Turbo WIN $36 


Civilization $44 
Civilization WIN $48 
Clash of Steel $39 
Cohort 2 $18 
Colonization $48 
Colonization CD $48 
Command HQ $19 


Command HQ Classic $18 
Command and Conquer $42 
Conquer for Windows $19 
Conquered Kingdoms $12 
Conquered Kingdoms 2 $36 
Conquered Kingdm Sc 1 $12 


Conquest $36 
Conquest of Japan $36 
Crime City $12 
Crisis in the Kremlin $32 
Darklegions $38 
Darklegions CD $38 
Dead Zone CD $52 
Detroit $39 
Discovery Stp Columbus $34 
Dominion: 1 King’s Life $41 
Dominus $39 


Dragon Force $12 
Dragon Lord $9 
Dune $21 
Dune 2 $34 
El Fish $34 
Empire Builder $36 
Empire Deluxe $32 
Empire Deluxe 2 $38 


Empire Dix2WINCD $39 
Empire Dix MstrEdCD $24 
Empire Deluxe Scen1 $21 
Empire Deluxe WIN $35 
Even More Incred Mach $28 
Even Mr Incred Mch WIN$28 
Fantasy Empires $39 
Fantasy Empires CD $42 
Fantasy Fiefdom CD $48 


Fighting for Rome $12 
Fort Apache $19 
Front Lines $39 
Gemfire $37 
Genghis Khan 2 $34 
Gettysburg $29 
Gettysburg: Turning Pt $18 
Global Domination $34 


Gobliiins 2 Princes Buffn $16 
Gold of the Americas $24 
Grandest Fleet $35 
Grandest Fleet CD $35 
Great Nav Batt Admirl Pk $19 
Hammer of the Gods $42 
Hannibal $29 
Harpoon 2 $42 
Harpoon 2 Battle Set 1 $26 
Harpoon Challenger Pak $24 
Heirs to the Throne $21 


High Seas Trader $39 
High Seas TraderCD $39 
Hollywood Mogul $39 
HUMANS $24 
Humans CD $28 


Humans: Insult to Injury $9 
Incredible Machine 2 $28 
Incredible Machine 2 CD $39 
Jagged Alliance CD $48 
Jagged Alliance Spch Pk $22 
Kingdoms of France $34 
Kingdoms of Germany $34 
Kingdm Far Reaches CD$41 
Kingmaker $34 
Koshan Conspiracy $36 
Koshan Conspiracy CD $48 
LEmpereur $37 
Lemmings Datadisk $19 
Lemmings 2: The Tribes $29 


Lemmings 3 $39 
Liberty or Death $37 
Lords of the Realm $39 
Lords of the Realm CD $39 
Lost Admiral $19 
Lost Admiral 2 $39 
Lost Vikings $15 
Maelstrom $32 
Master of Orion $39 
Medieval Lords $12 
Mega Lo Mania $19 
Merchant Prince $39 
Millenium $6 
Millenium AuctionCD $48 
New World Order $38 


Nobunaga’s Ambition $37 
Nobunaga’s Ambition 2 $37 


Objection $19 
Operation Combat $12 
Outpost $44 
Outpost CD $44 
Outpost Pint Add On CD $33 
Paladin 2 $34 
Patrician $34 
Patrician CD $36 
Pax Imperia $42 
Perfect General $21 
Perfect General 2 $36 


PerfectGeneral2 CD $36 
Perfect Genrl Sc 2 20th $24 
Perfect Genrl SD WW2 $12 


Populous 2 $28 
Populous 2 Challenge $19 
Power House $39 
Power House CD $39 
Powermonger $19 
Project USA $29 
Project USA CD $29 
Protostar CD $39 
Rags to Riches $36 
Railroad Tycoon 2 $39 
Railroad Tycoon Classic $19 
Rampart $17 
Reach for the Stars $24 
Realms $16 
Red Ghost $39 
Red Zone $32 
Robo Sport WIN $34 


Romance 3 Kingdoms 2 $39 
Romance 3 Kingdoms 3 $39 
Romance 3 Kingdoms 4 $39 
Rules of Engagement $9 
Rules of Engagement 2 $39 


Reader Service No. 1 


Rules Engagt 2 Cpgn Dk $19 
Second Conflict WIN $34 
Serf City: Life is Feudal $39 
Seven Cities Gold 2 $19 
Sid Meir Civil War $58 


Siege $12 
Siege With Exp Disk $19 
Sim Ant $29 
Sim Ant CD $41 
Sim Ant Windows $34 
Sim City 2000 $39 
Sim City 2000 CD $45 


Sim City 2000: Grt Distrs $14 
Sim City 2000 Windows $42 


Sim City $27 
Sim City WIN $29 
Sim City CD $47 
Sim City Classic $26 
Sim City Classic Win $26 
Sim Earth CD $47 
Sim Earth $29 
Sim Earth WIN $29 
Sim Farm $29 
“Sim Life = $29 
Sim Life WIN $29 
Sim Town $44 
Sim Town CD $44 
Smokin’ Gun WIN $28 
Space Hulk $19 
Space Hulk CD $39 
Space Miner $36 
Space Raiders CD $42 
Spaceward Ho! $36 


Spaceward Ho! WIN $36 
SpacewordHo3WIN $29 
Star Control 2 $39 


Starship: Rgrn Agnda CD$39 


Strike Squad $39 
Stronghold CD $36 
Sub Version $36 
Tank $36 
Task Force 1942 $36 


Tegel’s Mercenaries2 $44 
Terminator 2 Chswrs CD $27 
The Complete UMS $44 


Theatre of War $16 
Ticonderoga $46 
Unnatural Selection $29 
Victory or DefeatWIN $42 
Viking Conquest $36 
Vikings 2 $36 
Vikings Fields Conquest $19 
Walls of Rome $39 
Warlords 2 $29 


Warlords 2 Scen Editor $29 
When Two Worlds War $24 
Worlds at War $19 
X-Com: UFO Defense $39 
X-Com: UFO Defnse CD $41 


Aesop’s Mmdia Fbls CD $30 


Alge Blaster Plus $32 
Annabl’s Ancnt Egypt CD$52 
Auto Insight $29 
Auto Map $39 
Body Insight $29 
Boom Box $12 


Castle of Dr Brain VGA $19 
Children’s Write/Publish $42 


ccoT cpIiIl1ic 2c 





















‘REEL MAGIC’ Provides a complete package allowing full 
playback of video & stereo sound. Includes CD-ROM disk 
with a demonstration, premiere entertainment titles and the 
Reel Magic controller. 


Board $359 


SHIPPING! 


Place an order for an out of 
stock item and recieve FREE 
overnight shipping when proa- 
uct becomes available. Han- 
dling $2 per shipment. 


Clock Works $19 
Dinopark Tycoon $34 
Dinosaurs CD $48 
Don Quixote CD $24 
Dyno-Quest $29 
EcoQust Srch Cetus CD $29 
EcoQuest VGA $32 


Fatty Bear's Funpck CD $34 
Fatty Bear Wrild Gms CD $44 
Fatty Brs Bday Surp CD $38 
Island Of Dr. Brain VGA $29 
Island of Dr Quandry $26 
Last Chnc See WINCD $38 
Mario Teachs Typing CD $48 
Mavis B.Tchs Typing $29 
Mvs B. Tchs Typng WIN $34 
MS Gallery: London CD $45 
Microsoft Dinosaurs CD $42 
Multimdia: Vividi WIN CD$24 
Orbits: Voyage Solar Sys $24 


Oregon Trail WIN $34 
Oregon Trail WIND CD $39 
Print Shop Deluxe $49 


Print Shop Dix Bus Grph $26 
Putt Putt Goes Moon CD $44 
Putt P. Joins Parade CD $48 
Putt Putt’s Funpack CD $34 
Qurky Quys Trb Sci VGA $29 
Reader Rabbit2 WIN $29 
Scooters Magic Castle $32 
Scooter’s Magic Cast CD$34 
Secret Island Dr. Qundry $29 
Slater & Charlie CD $42 
Slater & Charlie Go Cmp $29 
Stickybear Parts of Spch $32 
Stickybear Reading $24 
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A-Train $16 
Aces Over Euro Strategy $16 
Advent Willie Beamish $10 


Al Qadim $12 
Alone in the Dark2 $10 
Arena $10 
Bioforge $12 


Blue Force: Next of Kin $10 
Castle Wolfnstn 3D Spr $10 


Castle of Dr Brain $10 
Champions of Krynn $10 
Civilization $16 
Codename Iceman $10 


Colonizatn: Official Strat $16 
Comptr Adv Game Scrts $16 
Conquests Robin Hood $10 
Conquests of Camelot $10 
Curse of Azure Bonds $10 
Dark Queen of Krynn = $10 
Dark Sun $10 
Doom Battlebook $14 
Dracula Unleashed Strat $16 
Dungeon Master $10 
Dynamix Grt War Planes $16 
EcoQuest Search Cetus $10 
Eye of the Beholder $10 
Eye of the Beholder2 $12 
Eye of the Beholder3 $12 
Flights of 13 Mike $16 
Fred Pharkas FronPhrm $8 
GEN Secrets of Game $10 
Gabriel Knight $10 
Gateway Savge Frontier $10 
Global Conqust Bk w/dik $21 
Gobliiins $10 
Gold Rush $6 
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Gunship 2000 $16 
Hand of Fate $10 
Harpoon 2 Strategy Gde $16 
Heart of China $10 
Hillsfar $8 
Inca 2 $10 


Indi Jones 4 Fate Atlantis$10 
Indy Jones Grfx Adv $10 


Inherit the Earth $16 
Jetfighter 2.0 $16 
King’s Quest 1 $10 
King’s Quest 2 $10 


King’s Quest 4-6 ea $10 
Laura Bow 2 HintBook $10 
Leisure Suit Larry 1-3 ea $10 


Leisure Suit Larry 5 $9 
Leisure Suit Larry 6 $10 
Lemmings /disk $18 
Loom $10 


Lord of Rings V1 or 2 ea $12 
Lost Files Sherlock Hlms $14 
LucasArts Adventure Bk $16 
LucasArts Air Cmbt Strat $16 
Manhuntr San Francisco $10 
Master of Orion Off Strat $16 
Matrix Cubed $10 
Menzoberranzan $12 
Might & Magic 1 & 2 $10 
Might & Mgic 3, 4 or 5 ea$16 
Might & Magic Cmpndm $16 
Off Bk Leisr St Larry 2nd $14 
Off Bk Ultima 2nd Edition$16 
Off R. Wilco’s Space Adv $14 
Off King’s Quest 3rd edt. $16 
Outpost Strategy Guide $16 
Pacific Strk Plytstrs Gde $12 








‘INTERACTIVE 
ENTERTAIN- 
MENT’ the world's 
first CD MAG, is an 
episode of interac- 
tive television for 
your CD Rom. De- 
voted to entertain- 
ment software, IE 
features full-motion 
reviews, talking pre- 
views, multimedia 
hints and tips, and 
interactive video in- 
terviews with key 
figures in the gam- 
ing industry. CD $9 


‘AMAZON’ recap- 
tures the fun & ex- 
citement of the 
1950's drive-in 
movies. Travel to 
unexplored regions 
of the Amazon, 
fight 10 foot ants 
and find emeralds 
stolen by Cortez. 
Amazing cinematic 
effects such as 
multiple camera 
angles, flashbacks, 
pans & fades. Fully 
digitized voices & 
sound effects. $16 





Police Quest 1 $10 
Police Quest 2 $10 
Police Quest 3 $10 
Pool of Radiance $10 
Pools of Darkness $12 


Populous 1 & 2 Offi Strat $16 
Power Monger Strategy $16 


Powermonger $10 
Privateer Playtstrs Gde $16 
Protostar $8 
Quest For Clues 2-4ea $21 
Quest for Clues 5 $16 
Quest for Clues 6 $16 
Quest for Glory 3 $10 
Quest for Glory 4 $10 


Quest for Glory Strategy $19 
Questbstr 2: Keys Kgdm $18 
Questbusters: Bk Clues $18 


Ravenloft $10 
Realms of Arkania $14 
Rebel Assault Insdrs Gde$16 
Return to Zork $9 
Return to Zork Advt Gde $14 
Rise of the Dragon $10 
Rise of Dragon SEGA CD $9 
Sam and Max $10 


Sea Wolf Strategy Guide $16 
Secret Monkey Island $10 
Secret Monkey Island 2 $10 
Secret Silver Blades $10 
Shadow Caster $18 
Sherlock Holmes Strat $16 
Simcity 2000 Strategy $16 
Simearth $16 
Simfarm Strat: Almanc $16 
Simlife Official Strategy $16 
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‘V FOR VICTORY 
VELIKIYE LUKI’ 
takes you to the 
Russian Front dur- 
ing WW 2. As the 
German com- 
mander, you must 
rescue your en- 
circled forces that 
are hold up in 
Velikiye Luki. Fea- 
tures 9 types of 
combat, choice of 
German or Russian 
command, and 
choose from 7 sce- 
narios. $19 





‘LEISURE SUIT LARRY 6’ As a contestant on a dating game 
show, you have won a 2 week vacation at a posh resort! Sur- 
rounded by luxury & girls, you mingle, schmooze & work your 


way up to a grand encounter in the penthouse suite! 


CD $39 





Simon the Sorcerer Gde $10 
Sky Realms of Jorune $12 
Sonic Strategy Guide $16 


Space Quest 2 $10 
Space Quest 3 $10 
Space Quest 4 $10 


Star Trek 25th Aniv $12 
Star Trek Judgemnt Rites$10 
Strike Commder Off Bk $14 


Stunt Island $16 
Summoning $16 
System Shock $12 


Tie Fighter Strategy Gde $16 
Treasures Savge Frontr $10 


Tunnels & Trolls $16 
Ultima 6 $10 
Ultima 7 $12 


Ultima 7 and Uworld Bk $16 
Ultima 7.5 Balaneng Scls $16 
Ultima Avatar Advent Bk $16 
Ultima U Stygian Abyss $12 
Ultima Uwrld 2 Wrld Lab $12 
Wizardry 6 Cosmic Forge$12 


Wizardry 7 $16 
X-Wing Official Strat Gde$16 
Yserbius $12 


7th Guest Dune BdlCD $48 
Air Combat Classics $39 

Their Finest Hour 

Battle Hawks 

Secret Weap of Luftwaff 
Allied Forces $9 


M1 Tank Platoon, Gunship 
Award Bundle $44 
Kings Quest 5, Red Baron, 
Rise of the Dragon 
Award Bundle CD $44 
Combat Classics $19 
F15 Strike Eagle 
688 Attack Sub 
Team Yankee 
Dynamix Bundle 1 $24 
A-10 Tank Killer 1.5 
Heart of China 
Stellar 7 
Eye of Beholder Collect $49 
Eye of Beholder Tril CD $51 
Falcon 3.0 wThrstm FCS $99 
Gateway Collectn 1&2 $36 


King’s Quest Antholy CD $54 
Land Sea Air 2 $19 
Command HQ 


Red Storm Rising 
F15 Strike Eagle 

Legnd Valr Vail Dkns CD $29 

Lemming’s 1 & 2 CD $28 

Lost Treasr Infocom CD $39 
Infidel, Lurking Horror, 
Deadline, Witness, 
Suspect, Ballyhoo, 
HitchHiker's Guide/Galaxy, 
Suspended, StarCross, 
MoonMist, PlanetFall, 
StationFall, Enchanter, 
Sorcerer, SpellBreaker, 
Zork 1-3, Beyond Zork, 
Zork Zero 

Lost Treasrs Infocom 2 $29 


OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR, HI, AK, APO, FPO 


$4 per order. Worldwide airmaChips & Bitsil $6 per item. Handling $2 per shipment. 


Visa, MC and Discover Accepted. Checks Held 4 Weeks. Money Orders same as cash. 
COD $8. Defectives replaced with same product. Most items shipped same day. Ship- 


ping times may vary. Price/availability may change. All sales final. Call for details. 








'V FOR VICTORY 
MARKET GAR- 
DEN' takes you to 
Southern Holland 
on Sept. 17th, 1944. 
Features a_ full 
scrolling map of the 
Eindhoven-Arnhem 
area, over 500 mili- 
tary units, 9 types of 
combat, detailed 
weather effects, as- 
sume either Allied or 
German command, 
extensive campaign 
analysis, & historical 
variants. $19 





‘AIR COMBAT PACIFIC 1942’ Dodge relentless gunfire of Japa- 
nese Zeros. Execute gravity twisting dive-bomb attacks. Attack 
enemy bombers in a desperate fight to save your carrier. Virtual 
Cockpit allows viewing in all directions. $48 





Lost Treasr Infocm 2 CD $29 
Border Zone, Plundered 
Hearts, Bureaucracy, 
Cutthroats, A Mind For 
Voyaging, Hollywood Hi 
Jinx, Seastalker, Sherlock 
Holmes: Riddle of Crown 
Jewels, Wishbringer, Nord 
and Bert , Trinity 

Lucas Classic Adventrs $36 
Indiana Jones, Secret 
Monkey Island 1, Maniac 
Mansion 

Magnetic Scrolls Bundle $16 
Fish, Corruption, Guild of 
Thieves 

Max Pac $16 
Star Control, Hoverforce, 
Test Drive 3 

Maximum Ovrkill W Disk $44 

Megafortress Mega-Pak $38 
Megafortress 
Megafortress Mis Disk 1 
Megafortress 3-D Editor 

Perfect General Trilogy $34 
Perfect General 
Greatest Battles of 20th C 
WW2 Battles 

Power Hits: Battletech $32 
Battletech 1, Battletech 2, 
Mech Warrior 

Space Quest Anthol CD $48 

Space Quest Bndle 1-4 $42 

Spelicasting Bundle $29 
Spelicasting 101, 201, 301 

Spellcasting Bundle CD $32 


Task Fre 1942 wRSR CD$35 
The Victory Pack $39 
V for Victory: Utah Beach, 
Velikiye Luki, Mrkt Garden 
Top 50 Games DOS CD $26 
Top 50 Games WINCD $26 
Turning Point $29 

Gettysburg, Spanish 
Armada, Waterloo 
Ultima Bundle 1-6 CD $32 


Ultima Trilogy $39 
Ultima 1-3 

Ultima Trilogy 2 $48 
Ulrima 4-6 


Wing Commander 1 Dix $48 
Wing Commar 1 Dix CD $29 


Wizardry Trilogy $32 
Wizardry 1-3 

Wizardry Trilogy 2 $33 
Wizardry 4-6 

3 D Pinball $12 

Acquire $9 


Armada Villa Crespo $9 
Baseball Card Collector $6 
Baseball Facts $9 
Battle Chss 4000 SVGA $26 
Battle Chess 4000 VGA $19 


Battle Chess CD $45 
Battle Chess WIN $19 
Beat the House $29 
Blackjack $9 


Bridge 2: wOmar Sharif $28 
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THE UNDERWATER 
COMBAT SIMULATION: 


Bridge 2: wWOmar S.CD $52 
Bridge 7 $24 
Bridge Baron Windows $34 
Bridge Olympiad $29 
CD-Romix 1 Hardcase $16 
CD-Romix 2 Prime $16 
CD-Romix 3 Free X CD $16 
Casino Game Pak WIN $32 
Casino Master Gid WIN $43 
Checkmate WIN $36 
ChessManiac 5 Bill& 1 $39 
Chessmnc 5 Bill & 1 CD $34 
Chessmaster 3000 $29 
Chessmaster 3000 CD $46 
Chessmaster 3000 WIN $35 


Chess Net WIN $9 
Classic 5 $19 
Classic 5 WIN $24 


Classic Casino WIN $16 
Classic Solitaire WIN $16 


Clue CD $19 
Coffee Break Collect CD $29 
Combination Lock $9 
Demon Blue $9 


Dr Floyds Desktop Toys $14 
Dr Thorp’s mini Blackjack $9 
Dr Wong's Jcks/Vid Pkr 5 $9 
Even Mr Incrd Mach CD $39 
Faces Tetris 3 $15 
Gambit, Kasparov's $35 
Game-Maker Ver 2.0 $48 
Go Master Jr Ver 5 WIN $19 
Go Master Tool Kit $26 
Go Master Ver4WIN $39 
Gofr's Wnkl Adv CD WIN$12 
Grandmaster Chess CD $32 





SIMULATION 





‘V FOR VICTORY 
UTAH BEACH’ 
thrusts you into 
the role of military 
Strategist during 
the Normandy in- 
vasion. As an 
American com- 
mander you must 
overcome strong 
German _resis- 
tance. Features re- 
alistic weather ef- 
fects, 8 types of 
combat, and 
choose from 6 differ- 
entscenarios. $19 


‘SUBWAR 2050’ 
The oceans have 
become a vital 
source of food, en- 
ergy, and minerals. 
Corporations have 
turned the explora- 
tion of the sea into 
the world's most lu- 
crative industry. Ex- 
plore thousands of 
miles of 3D under- 
water seascapes, 
pilot four types of 
submarines, and 
breathtaking simu- 
lated combat. $33 


Hanna Brbr Anmtn Wksp $39 
Hard Day’s Night CD $25 
Hong Kong Mh Jng Pro $32 
Hoyle’s Book Games V3 $29 
Hoyle’s Bk Games Clsc $29 
Jeopardy Dix WIN wAlex $34 
Jeopardy Dix wAlex Trbk $34 


Joseki Genius $39 
Lexicross $24 
Lucky’s Casino Advent $38 
Monopoly Deluxe $27 


Monopoly Deluxe WIN $29 
Omar Sharif Bridge WIN $19 
Omar Sharif on Bridge $19 
Omar Shrf Bridge Dix CD$46 


Origamo $29 
Pinball Dreams $33 
Positronic Bridge $30 
Power Poker Windows $39 
Risk $28 
Risk WIN $26 
Russian Six Pack $15 
Russian Six Pack WIN $19 
Sargon 5 $13 
Scrabble Deluxe $26 


Scrabble Deluxe CD $25 
Scrabble Deluxe WIN $19 


Shanghaii 2 $29 
Shanghaii 2 Windows $24 
Solitaire WIN $19 
Solitaire’s Journey WIN $38 
Solitaires Journey $34 


Solitaires Journey 2 $36 
Stan Wongs Video Poker$19 
Star Wars Chess $38 
StarWarsChessCD $44 
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‘FALCON 3.0’ Pilot 
the West's most 
proven dogfighter, 
the F-16 Fighting 
Falcon. As the com- 
mander you'll lead 
a flight of up to eight 
jets through three 
explosive cam- 
paigns. Features in- 
stant action mode 
for arcade, "red 
flag" training sce- 
nario generator, 
varied skill levels 
and unique weap- 
ons. $46 


cenesieeeeeeaienai tn amnieeemeee 
*FREE GAME OFFER 


Spend the specified amount on any in stock software and 
choose a free IBM game from the corresponding list below. 
Offer subject to change or cancellation without notice. Valid 
from August 1st through September 30th or while supplies last. 


SPEND $60 GET 


Playmaker Football Combo, Cardinal of Kremlin 3.5, Darkhalf 3.5, 
Trump Castle 2 Data Disk 1 or 2 3.5 or 5.25, Gunship 5.25, 
Pirates 5.25, Star Legions 5.25, Magic Candle 2 5.25, MacArthurs 
War 5.25, Crime Does Not Pay 5.25, Warlords 5.25, X-Men 5.25 


SPEND $100 GET 


Airborne Ranger 5.25, Mercenaries 5.25, Command HQ 3.5, 
F15 SE 2 3.5, M1 Tank Platoon 3.5, Megatraveller Zhodani 
5.25, Red Storm Rising 3.5, Battles of Destiny 3.5 


Swap $29 
Tactical Wizard $39 
Take-A-Brk Crswrd WIN $19 
Terminator 2 Chss Wars $37 


Tesserae WIN $12 
Tetris Classic $26 
Tetris Classic WIN $26 
Videogame SolutnCD $29 
Trivial Pursuit CD $35 


Trump Castle 2 DD1 $4 
Trump Castle 2 DD2 $4 
Trump Castle 3 $29 
Trump Castle 3 CD $29 
Vegas Entrtnmt Pak WIN $21 
Vegas Games Pak WIN $21 


Video Cube CD $45 
Virtual Reality Studio 2 $59 
Wheel of Fortune $6 
Wheel of Fortune 3 $9 


Wheel of Fortune Dix $34 
Wheel Fortune Dix WIN $34 
Wrath of Demon CD $29 


Zig-Zag $29 
Asian Palate CD $34 
CD Brothel CD $29 


Centrflds & Covrgirls CD $32 
Come Play With Me CD $36 
Desktop Mistress CD $54 
Desktop Voyeur V.1 CD $54 
Digital Dancing CD $36 
Dream Girl CD $29 
Dream Machine CD $59 


Fantasies Interactive CD $35 


Fox Pack CD $39 
Girlfriend Suzie $44 
Girlfriend Teri $49 
Hot Slots CD $39 


Intract Adult Sp! WIN CD $12 
Intract Adv Semr But CD $54 
Intract Adv Chlsea Mr CD$39 
Intract Adv Semr Butts 2 $69 
Interactive LoversCD $45 
Internatn! Strip Poker CD $34 
Ladies Clb Pkr Night CD $35 
Maddams FamillyCD $49 
Midnight StrangerCD $59 
Neurodancer CD $59 
Nightwatch Intract 2 CD $59 
Nightwatch Intractive CD $44 
Paradise Club CD $69 
Penthouse Intractive CD $75 
Scisrs N’ Stns WINCD $59 
Secrets Interactive CD $35 
Sexual ObsessionCD $34 
Strip Poker Professional $34 
Surfer Girls CD $39 
Virtual Vixens CD $59 
Winner Takes All CD $39 


Adult Movie Almanac CD $69 
After Dark Trilogy CD $33 
Amateur Models 2CD $34 
Amateur Video WIN CD $22 
Amorous Asian Girls CD $32 
Animated Fantsies 2 CD $34 
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‘LOVE BITES’ Twelve dropdead gorgeous creatures th 
are hunger driven by animal instinct with only one desire, 
quench their thirst. Offers menu driven interaction, comple 
user friendly interface and full motion. 





FREE 


INTERACTIVE 
ENTERTAINMENT! 


Receive an episode of Interactive Entertainment, 
the world's first CD MAG devoted to entertain- 
ment software, FREE with every CD ROM 
software order. Offer subject to change or can- 
cellation without notice. Valid from August 1st to 
September 30th or while supplies last. 





at 
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$26 











‘MEGA TRAVEL- 
LER 1: ZHODANI’ 
We left the Starship 
Races __ feeling 
pretty arrogant. 
Jurgen's __ flying 
earned him a ton of 
Imperial credits. 
Now someone has 
pinned us down on 
a floating chunk of 
rock. Offers over 70 
talents and abilities, 
28 worlds to ex- 
plore, and over 30 
weapons and 
weapons skills. $12 


‘NFL PROLEAGUE 
FOOTBALL’ hits 
you like a 240 
pound fullback with 
the goal line in 
sight. Coach your 
favorite team. 
Choose from 198 
plays or create your 
own.Features full 
detailed, color ani- 
mation, NFL teams, 
players & stats, full 
rosters with substi- 
tutions, instant re- 
play and true mo- 
dem play. $12 























‘PAX IMPERIA’ Economy, research, defense, espionage, 
exploration and diplomacy are your tools. Offers 16 empires, 
tactical combat simulation, communication with other em- 
perors and selectable universe size. 





$42 
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‘LINKS PRO 386 COURSE DISK 2 - PINEHURST’ is rec- 
ognized as one of the finest golf resorts in the world. Its 
Super VGA graphics stretches over rolling terrain, tree-lined 


fairways and undulating greens. 


$16 





Animated Fantasies CD $34 
Baby’s Got Butt CD $32 
Bare Assets CD $39 


Dirty Adult Cartoons CD 
Doors of Passion CD 
Dungeon Dominance CD 


Best Debutantes V. 1 CD $49 Ecstacy CD 
Best of Inferno CD $39 Endangered CD 
Best of Vivid CD $36  ErotiCafe CD 


Frat Girls of Doble D CD 
Girls Doin’ Girls CD 

Girls From Big East CD 
Girls of Mardi Gras CD 


Best of Barlow Affairs CD$39 
Best of the Best V.1 CD $19 
Best of the Best V.2 CD $29 
Best of the Best V.3 CD $34 


Best of the Best V.4 CD $34 Girls with Girls CD 
Betrayal CD $36 Hidden Obsessions CD 
Beverly Hills 90269 CD $39 Hollywood Scandal CD 
Beyond Explicit CD $28 House of Dreams CD 
Big Bust Babes CD $28 Hs Sleepg Beauties CD 
Blond Justice CD $25 Immortal Desires CD 
Bodycello CD $12 Insatiable CD 

Bra Busting BabesCD $29 Kama Sutra CD 
Busting Out CD $39 L.A. Strippers CD 


Buttman’s Euro Vctn CD $39 Leather & Lace CD 

CD Rom Collectbles CD $26 — Legends of Porn 2 CD 
Cafe Flesh CD $29 Loads of Fun CD 
California Daydrmer CD $29 Main Street USA CD 
Camp Double D CD $29 Mark of Zara CD 

Cat and Mouse CD $48 Mask CD 

Cheating CD $25 Model’s Memoirs CD 
Condo Cuties CD $34 Murphy’s Brown CD 
Curse of Catwoman CD $26 Mystique of Orient CD 
Dangerous Blondes CD $34 New Wave Hkers 1 CD 
Debby Does Dallas CD $38 New Wave Hkers 2 CD 
Deception CD $39 Night Trips CD 

Deep Throat CD $36 Nova Collection V 3 CD 
Deep Throat Girls CD $29 Pandor....AAAH’S CD 
Digital Dreams 2 CD $22 Parlor Games CD 
Digital Seduction CD $34 Pink Lady CD 

Dirty Debutantes CD $28 Pixis Adult Sampler CD 
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$38 
$36 
$36 
$34 
$29 
$48 
$39 
$25 
$39 
$39 
$39 
$32 
$39 
$24 
$39 
$25 
$32 
$38 
$34 
$39 
$25 
$32 
$26 
$38 
$25 
$48 
$39 
$34 
$29 
$32 
$29 
$24 
$27 
$25 
$19 
$12 


Pretty Baby CD 


$19 


Racquelle Released CD $34 
Rimfire Pacific Video CD $32 


Sakura CD $24 
Secrets CD $34 
Seductions CD $29 
Sex CD $25 
Semr But Blwn Away CD $36 
Semr But Insd Shan CD $36 
Semr But Paradise CD $36 
Semr But Honeymn CD $36 
Sinfully Yours CD $29 
Sizzle CD $33 
Steamy Windows CD = $25 
Supr Modls Go Wild CD $34 
Superstars of PornCD $24 
Taste of Erotica Spl|CD $12 
Temptation CD $28 
The Coven CD $25 
Devil In Miss Jones CD $34 
Fisherman’s WifeCD $38 
Other Side Chelsea CD $29 
Touch Me, Feel Me CD $34 
Toy’s Not Boys CD $29 
Tracy | Love You CD $29 
Treasure Chest CD $24 
Ultra Sex CD $29 
Urotsukidoji CD $39 
Virgins V. 1 CD $39 
Volcano CD $34 
Wanda 2 CD $28 
Weekend atErnies CD $26 


Wickd Q-Time Movie CD $42 
Wicked WhispersCD $36 
Womn Who Lov Men CD $32 
X-Rated BloopersCD $27 


101 Sex Positions 2 CD $39 
3D Beauties CD $19 
3D Dream Girls CD $36 
94-95 CDX Calender CD $29 


Adult Reference CD $29 
Amateur Allstars CD $29 
American Girls 2 CD $34 
Asian Hot Pix CD $19 
Bodacious Beauties CD $36 
Busty Babes 2 CD $36 
Double Play Vol2 CD $36 
Erotica CD $34 
European EroticaCD $34 
Exotic Girls 3in1CD $24 
Expose CD $24 
Extreme Delight CD $28 
G.I.F.s keep Giving CD $27 


Girls Steven J Hicks CD $29 


Girls of Vivid V. 2 CD $32 
Glamour Girls 1943 CD $36 
Heavenly Bodies3CD $39 
High Volume Nudes CD $28 
Hooter Heavens CD $36 
L.A. Lust CD $19 
Local Girls V. 2 CD $22 
Lovely Ladies II CD $39 
Massive Mellons CD $39 


More Northrn Delight CD $34 
Northern Delights CD $32 
Nova Collection V.2 CD $24 


Overexposed CD $39 
Sexiest Women onCD $24 
Southern Beauties CD $34 
Super Smutware CD $26 
Sweet Dreams CD $29 
Women of Venus CD $22 


Reader Service No. 1 


Acquire $9 
AirForce Commander $9 
Armada Villa Crespo $9 
ATP Flight Simultr 1.0 $12 


Banzai $9 
Baseball Card Collector $6 
Baseball Facts $9 
Battle Command $6 
Blackjack $9 
Blue Max Aces Great War $9 
Captain Blood $9 


Cardinal of the Kremlin $6 
Castles Northern Cpgn $12 


Champions of Krynn $12 
Charge of Light Brigade $12 
Chess Net WIN $9 
Conquered Kingdoms $12 


Conqueror Multi Tank $6 


Covert Action $6 
Crime City $12 
Demon Blue $9 
Dr Doom’s Revenge $9 


Dr Thorp’s mini Blackjack $9 


Dragon Force $12 
Dragon Lord $9 
Dragon Strike $12 
Dragons of Flame $9 
Don’t Go Alone $6 
E- Motion $6 
Fighting for Rome $12 
Free DC $9 
Gamma Force $6 


Harpoon Designer Series $7 
Hole In One Mini Golf $6 
Hole In 1 Mini Golf Crs Dk $3 
Humans: Insult to Injury $9 


International Sports Chall $6 
Jack Nicklaus Clip Art $3 
Jack Nicklaus Crse Disk 1 $6 
Jack Nicklaus Crse Disk 3 $6 
Jack Nicklaus Crse Disk 5 $4 
Jack Nicklaus Crse Disk 5 $6 
Jack Nicklaus SE Crse 1 $4 


Japan Scenery Disk $12 
Killing Cloud $6 
Lightspeed $9 
Line in the Sand $12 

MacArthur's War $9 

Magic Candle 2 $9 
Magic Candle 3 $9 
Marianas Turkey Shoot $12 
Matrix Cubed $9 
Medieval Lords $12 
MegaFortress $12 
Megatraveller 2 $12 


Megatraveller:Zhodani $6 
ML Baseball All Stars $12 
ML Baseball Managr Ch $12 
ML Football 2 $12 
Madden Player Stats 1989$8 
MicroL bsball Seattle 13 $12 


Millenium $6 
Mines of Titan $9 
Never Mind $9 


New Facilities Locator $9 
NFL Chall Col AlumniTm $9 
NFL Chall Pre Season 90 $9 
NFL Chall 91 Pre Season $9 
NFL Chall All Star Teams $9 
NFL Chall Dream Teams $9 
NFL Proleague Football $12 
NFL Video Football $12 


OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR, HI, AK, APO, FPO 


$4 per order. Worldwide airmaChips & Bitsil $6 per item. Handling $2 per shipment. 


Visa, MC and Discover Accepted. Checks Held 4 Weeks. Money Orders same as cash. 
COD $8. Defectives replaced with same product. Most items shipped same day. Ship- 
ping times may vary. Price/availability may change. All sales final. Call for details. 








































rIinaneaNt 





Obliterator $6 
Oligopoly $9 
On Target $9 
Operation Combat $12 
Patriot $12 

Playmaker Football $12 
Pick’n Pile $6 
Pictionary $12 


Power Politics WIN $12 
ProFootball Anlyst 92 Edt $9 


Punisher $12 
Rotox $9 
Rules of Engagement $9 
S.C. Out $12 


Scenery Colltn California $9 
Scenery Colltn Grt Britain $9 


SDI $6 
Sentinel Worlds 1 $9 
Shadow Sorcerer $9 
Siege $12 
Sleeping Gods Lie $6 
Sorry $12 
Space Vegetables $9 
Spot $6 
Sporting Triangle $3 


Storm Across Europe $12 
Taking of Beverly Hills $6 
Teenage Mut Ninja Turtls $12 


Tegel’s Mercenaries $9 
Terran Envoy $9 
Tesserae WIN $12 
Test Drive 2 $12 
Test Drive 3:Road & Car $9 
The Tinies $12 
Thunderhawk $6 
Tie Break Tennis $9 


Tony LRss Classic Stad $12 
Tony LaRss BB 1990 Tm $12 
Tony LaRussa BB 1991 $12 


Tony LaRussa Baseball 
Top Gun Danger Zone 
Treasures Savage Frontr $9 


‘THE GRANDEST 
FLEET’ Experi- 
ence the grueling 
campaigns, the 
agony of defeat & 
the exhilaration of 
victory! Allocate 
natural resources 
to build missile 
sites, radar sta- 
tions, shipbuilding 
facilities and super- 
ships. It is up to you 
to destroy your 
nemesis. Modem 
play and random 
maps. $35 


‘CYBERRACE CD’ 
You are Clay Shaw, 
forced to represent 


~ the Terran Empire 


on the cybertrack. 
CyberRace utilizes 
voxels, the latest in 
landscape render- 
ing technology, ray 
traced vehicles, 
digitized actors and 
dialogue, sound ef- 
fects, cinematic 
256-color between 
race sequences. 

Floppy Disk $19 
CD ROM $39 


$9 
$12 


Turn-n-Burn $9 
UMS 2 $12 
UMS 2 Planet Editor $9 
Under Fire $12 
Uninvited $6 
Vaxine $12 
Visions of Aftermath $12 
War in the Gulf $9 
War of the Lance $9 
Warlords $12 
Weaver Tm/Playr Stat 89 $3 
Wheel of Fortune $6 
Wheel of Fortune 3 $9 
Xiphos $9 


Genesis 32X System $149 


College Football $56 
Doom $59 
Fahrenheit CD $56 
Golf Mag’s 36 Grt Holes $56 
Midnight Raiders CD $56 
Tomcat Alley CD $58 
Star Wars Arcade $59 
Stellar Assault $59 
Super Motocross $59 
Surgical Strike CD $56 
Virtua Racing Deluxe $59 





Jack Nicklaus CrDk 1-3ea $6 
Jack Nicklaus CrsDk5 $6 


Lexi Cross $19 
Omar Sharif Bridge Dix $19 
Shadowgate $19 
Sim Ant $19 


Test Drive 2: CA Chaling $6 
Test Drive 2: Super Cars $6 


WordTris $19 
Fast Break $3 
Heatwave $3 


Jack Nicklaus Course 1 $4 
Test Drive2:Muscle Cars $3 


Akira $34 
BreakThru $38 
Ecco Dolphin:Tides Time $36 
Jurassic Park $36 
Lion King $38 
Mickey Mouse Lgnd Ilisn $34 
Mortal Kombat 2 $39 


NFL FB 95 Joe Montana $36 
Sonic Triple Trouble $36 
Spidrmn:Arcad Revenge $38 


Star Trek $34 
Super Battle Tank GA $32 
Vampire $24 
WWF:Raw $36 
X MEN 2 $36 









"TIE FIGHTER’ 
Sequel to the ac- 
claimed X-Wing, 
players fly under 
the direction of the 
Dark Lord himself, 
Darth Vader. Defy 
the Rebel Alliance 
in training, combat 
missions & tours of 
duty that strengthen 
the Emperor's hold 
on the galaxy. Six 
Imperial starfighters 
to fly under the 
strategies of the 
Empire. $45 
















‘MAGIC CANDLE 
2’ Over 30 charac- 
ters will join your 
hero, for specific 
quests or as his or 
her long-term com- 
panions. Fight the 
forces of darkness. 
Sail to the farthest 
corners of the dire 
continent of Gurtex, 
lose yourself in the 
intrigue and face 
the horrors of the 
dungeons, cata- 
combs and dark 
towers. $9 


3D0 System $499 
11th Hour $59 
Aces over Europe $52 
BrainDead 13 $49 
Clayfighter 2 $46 
Creature Shock $56 
Demolition Man $56 
Doom $52 
Dragons Lair 2 $52 
Duelin’ Firemen $52 
ESPN Baseball $52 
Flying Nightmares $52 
GEX $52 
Horde $52 
Incredible Machine $52 
Jurassic Park $52 


Lost Files Sherlock Hims $49 
Mad Dog McCree 2 $52 
Madden Football $49 
Microcosm $52 
Off World Interceptor $52 
Pebble Beach Golf $52 


Road Rash $56 
SHADOW:War Succssn $52 
Samurai Showdown $52 
Shadow Caster $52 
Shock Wave $56 
Soccer Kid $49 
Star Trek Next Genertn $54 
Star Wars Chess $52 
Syndicate $52 
Theme Park $52 
Trance Mission $56 
VR Stalker $52 
World Cp Gif Dordo Bch $52 
WorldBuilders, Inc $52 
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‘HOLLYWOOD 
MOGUL You con- 
trol all phases of a 
movie's develop- 
ment, production 
and marketing. Buy 
original scripts and 
blockbuster best- 
sellers, develop your 
own ideas or make 
sequels to your hit 
movie. Give each 
movie the green light 
to move into produc- 
tion. Decide what 
theaters to release 
your movie. $39 





*FREE GAME OFFER 


Spend the specified amount on any in stock software and 
choose a free IBM game from the corresponding list below. 
Offer subject to change or cancellation without notice. Valid 
from August 1st through September 30th or while supplies last. 


SPEND $60 GET 


Playmaker Football Combo, Cardinal of Kremlin 3.5, Darkhalf 3.5, 
Trump Castle 2 Data Disk 1 or 2 3.5 or 5.25, Gunship 5.25, 
Pirates 5.25, Star Legions 5.25, Magic Candle 2 5.25, MacArthurs 
War 5.25, Crime Does Not Pay 5.25, Warlords 5.25, X-Men 5.25 


SPEND $100 GET 


Airborne Ranger 5.25, Mercenaries 5.25, Command HQ 3.5, 
F15 SE 2 3.5, M1 Tank Platoon 3.5, Megatraveller Zhodani 
5.25, Red Storm Rising 3.5, Battles of Destiny 3.5 





Jaguar System $249 Tiny Toon Adventures $52 
Air Car Wars $54 Troy Aikman Football $58 
Assault $54 Ultimate BrainGames $56 
BIOS Fear $54 ~~ Valus Force $54 
Barkley BasketballCD $52 White Men Can’t Jump $54 
Battle Morph CD $52 World Cup Kickoff Sccr $54 
Battle Wheels $54 Zool 2 $54 
Battle Zone 2000 $52 

Blue Lightning CD $52 

BrainDead 13 CD $49 

Brett Hull Hockey $58 

Brutal Sports Football $56 3 Count Bout $189 
Bubsy $44 = Artof Fighting 2 $199 
Cannon Fodder $54 Baseball Stars Pro2 $149 
Car Wars $54 Baseball Stars Pro $139 
Chaos Agenda CD $52 Blues Journey $129 
Checkered Flag 2 $58 Fatal Fury 2 $199 
Creature Shock $52 Fatal Fury Special $199 
Demolition Man $52 Karnov’s Revenge $199 
Doom $58 King of the Monsters 2 $169 
Double Dragon 5 $52 Last Resort $149 
Dragon’s Lair CD $52 Neo Geo Gold System $569 
European Soccer Chall $56 Riding Hero $129 
Flashback $54 Robo Army $99 
Galactic Gladiators $54 Samurai Showdown $199 
Highlander CD $52 Sengoku 2 $199 
lron Soldier $52 SpinMaster $199 
Jack Nicklaus Golf CD $52 Super Sideks Soccer 2 $199 
Legions of the Undead $52 Super Spy $99 
Pinball Fantasies $52 Survivor $199 
RayMan $54 Thrash Rally $129 
Return to Zork $54 Top Hunter $199 
Robinson’s Requiem $54 Top Players Golf $119 
Soccer Kid $54 WindJammers $199 
Syndicate $54 World Heroes 2 Jet $199 
Theme Park $54 World Heroes 2 $199 


SEPT SPLUS 10 


‘SPIDERMAN AND 
VENOM: MAXI- 
MUM CARNAGE’ 
Next generation 
Spiderman excite- 
ment features 
Marvel's most popu- 
lar heroes and vil- 
lains, including Cap- 
tain America, Venom, 
and Carnage! Non- 
stop action spins onto 
the screen with all- 
new combat moves 
and a special sound- 
track from Green 


Jelly. $54 








FREE 





SHIPPING 


Place an order for an out of 
stock item and recieve FREE 
overnight shipping when prod- 
uct becomes available. Han- 





SPORTS 


s OTD 
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‘JOHN MADDEN 
FOOTBALL’ Fully 
digitized player ani- 
mations, 3-D ren- 
dered field and sta- 
dium, and CD-qual- 
ity digitized sound 
bring out the best of 
the 3DO system. 
Choose from 38 
teams and over 100 
different plays. Mul- 
tiple camera angles 
for instant replay 
complement 
Madden's new com- 
mentary. 3DO $49 


‘MEGARACE’ It's 
the far future, and 
the hottest enter- 
tainment in the 
around is Virtual 
World Broadcast 
TV, featuring head- 
to-head driving 
combat on a virtual 
racetrack. Offers 
3D rendered graph- 
ics, 30 minutes of 
video and digitized 
animations and real 
interactivity com- 
bined with a televi- 









‘TAZ IN ESCAPE 
FROM MARS’ Taz 
caged in a zoo in 
Mars? Not this 
devil! The escape is 
on! This superstar- 
loaded video game 
features hilarious 
appearances by 
Looney Tunes char- 
acters - Wile E Coy- 
ote, Road Runner, 
Speedy Gonzales 
and Yosemite Sam. 
Cartoon quality ani- 
mation, sound FX 
and gags. $52 




















‘HARDBALL '94’ 
Slug it out with 700 
MLBPA Stars. Dig 
in at the dish with 
Bonds, Belle, 
Mattingly, and Kruk. 
Play with real major 
leaguers, swinging 
for the fence of 28 
big league ball- 
parks. Offers 162 
game season, 1994 
League/Division 
Re-Alignment, and 





APR GS Sa 


STAVE: a play editor to 





change _ player 








dling $2 per shipment. — . GA 






sion look. CD $44 Va tow aedus aancuieastea” stats. $56 








4 Way Play Adaptor $29 EarthWorm Jim $58 Art of Fighting MA-13 $52 Contra Hard Corps $52 ATP Tennis GA $52 TNN Bass Tournament $49 
6 Button Arcad Pwr Stk $39 Ecco Dolphin CD $52 Brutal $52 Exo Squad $52 Barkley BasketballGA $49 Tecmo Super Bowl GA $54 
6 Button Control Pad $19 Fahrenheit CD $52 Clayfighter $52 Fire Team Rogue $59 Bass Masters Classic $56 | TecmoSuperNBAGA $52 
F-16 Wirelss Cntri Pad $39 Flashback CD $52 Double Dragon 5 $52 Gauntlet 4 $42 Bill Walsh Coll Fball95 $54  TinyToonAdvt:ACME $44 
Gen MenacerTerm2 $46 Frankenstein $52 Dragon $56  lronHammr Virt Reality $54 Brett Hull Hockey 95 $58 Troy Aikman Football $59 
Genesis Activator $69 Golden Axe 3 $56 Fatal Fury 2 GA $56 Lethal Enforcers2CD $44 ChampSoccerCDGA $52 Unnecessary Roughns $56 
GEN CD 2 Sports Pk $229 Hurricanes $52  Juggernts:New Breed $56 Microcosm CD MA-13 $49 College Football 94 GA $52 Vitale Basketball $52 
GEN CD Bkup RAMCt $44 Izzy’s Olympic Quest $52 King of the Monsters 2 $54 NovaStorm CD $56 Dave Robsn Suprm Crt $44 WCW Super Brawl $49 
GEN CD Systm2CD $229 Jungle Book $56 Kung Fu:Legend Contn $56 Rapid Deployment CD $44 Double Dribble $52 WWF:Raw $54 
Genesis CDX System $399 Jurassic Park Rpag Ed $54 Matrix Prime $56 Subterrania GA $49 ESPN Hockey CD $56 World Cp GIf Dordo CD $49 
Genesis Menacer $36 Lion King $59 Mortal Kombat 2 $66 Surgical Strike CD $52 ESPN NBA HangtmCD $56 World Series Bsball GA $49 
GEN RF Antenna Swtch $9 Mega Man: Wily Wars $56 Prime CD $56 Urban Strike $52 FIFA Internatni Sccr CD $52 
Genesis Systm 2 core $99 Michael Jordan: Chaos $49 Samurai Showdown CD $48 Zero Tolerance $56 Golf Mag 36 Holes CD $52 
Genesis Sys Sonic2 $129 Mickey Mania $56 Streets of Rage 3 $59 Hardball 94 GA $56 
Genesis Team Playr2 $36 Misadventures of Flink $52 Super Street Fighter2 $66 Hit the Ice $46 
Mega Mouse $32 §MystCD $46  TMNT:TournamtFightg $52 Jammit! $56 Aero Biz Supersonic $59 
Power Plug $34 No Escape CD $56 Virtua Fighters $79 Kick Off 3 $52 Animaniacs $49 
Remote Arcade Pad $19 Pagemaster $54 World Heroes 2 $56 688 Attack Sub $56 King Salmon $42 BreakThru $46 
Remote Arcade Systm $36 Power Rangers $52 Choplifter 3 $52 Links Pro Golf CD $56 Clue CD $54 
SG Program Pad 2 $32 Robocop Vs Terminator $56 Daytona USA $79 MLBPA Baseball GA $52 Columns 3 GA $46 
Scooby Doo $62 ESPN SpeedWorld $56 MLBPA Grnd SIm Bsbll $54 Dragons Fury 2MA-13 $46 
Shadow of AtlantisCD $52 Flying Nightmares CD $44 Madden Football 94 GA $49 Genghis Khan 2 $56 
Snatcher CD $44 Battletech $54 Ground Zero Texas CD $54 Marco’s Magic Sccr GA $49 Jeopardy 2 (Deluxe) $49 
Sonic the Hedgehog4 $59 Eye of Beholder CD $46 Midnight Raiders CD $52 Muhammad Ali Boxing $49 Lemmings 2:The Tribes $52 
3 Ninjas Kick Back CD $56 Sparkster $44 Land Stalker $56 Nigel Mansell Indy Car $56 NBA Showdown GA $52 Liberty or Death GA $59 
Aero the Acrobat 2 $52 Spidrmn:Max Carnage $54 Lord of the Rings $59 Outlaw Racg Virt Realty $54 NFL Sporttkk FB 95 GA $54 Nobng’s Ambt Lrd Dkns $56 
Akira $52 StarTrek NextGen GA $49 Lufia $54 Outrunners GA $56 NFL Team Heroes $52 Operation Europe $62 
Awesome Possum $54 StarGate $58  Lunar2CD $52 Pacific Theater Ops $59  NHLAII StarHockyCD $54 Panic! CD $44 
Baby Boom CD $52 Sylvester & Tweety GA $54 Might & Magic 3 $59 Pwr ModI:Bkrd Rer CD $44 NHL Hockey 94CD GA $49 Pinball Dreams $52 
Batman & Robin $52 Tarzan $52 Phantasy Star 4 $79 Rock & Roll Racing $49 PGA Tour 3:Europe GA $49 Risk $54 
Boogerman $49 The Mask $52 Popful Mail CD $49 SeaQuest DSV $56 Payne Stewart Golf $54 Romance 3 Kingdom 3 $59 
Bubsy 2 $52 The Shadow $56 Romance 3 Kingdms 2 $56 Skitchin’ MA-13 $42 Pebble Beach GolfGA $44 SimCity 2000 CD $52 
Castle Wolfenstein 3D $54 The Tick $54 Shadow Run MA-13 $49 Super Off Road:Baja $52 Pele Soccer 2 GA $49 ThrdWidWrCDMA-13 $44 
Death of Superman $52 Tom & Jerry $52 Shining Force 2 $64 Top Gear 2 $52 Pete Sampras Tennis $52 _ Trivial Pursuit CD $54 
Demolition Man CD $54 ‘True Lies $56 Star Quest $49 Virtua Racing GA $76 RBI 94 GA $52  WarriorofRome3CD $54 
Dracula CD $49  XMEN $44 Vay CD $49 Wing Commander 2 $56 Slam Masters $56 Wirehead CD $52 
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OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR, HI, AK, APO, FPO 


$4 per order. Worldwide airmaChips & Bitsil $6 per item. Handling $2 per shipment. 
Visa, MC and Discover Accepted. Checks Held 4 Weeks. Money Orders same as cash. 


COD $8. Defectives replaced with same product. Most items shipped same day. Ship- 


ping times may vary. Price/availability may change. All sales final. Call for details. 



































‘MORTAL KOMBAT 
2’ is more than a se- 
quel ... its an amaz- 
ing re-creation of 
the original! Fight 
your way past 7 
new characters with 
improved graphics 
and sound effects. 
Offers 40 new spe- 
cial moves, 12 new 
finishing moves, 


‘SHINING FORCE 
Il’ A treasure hunter 
takes the magical 
Jewels of Light and 
Darkness and acci- 
dently frees the evil 
demon Zeon. It's up 
to the warriors of 
the Shining Force to 
reclaim the jewels 
and defeat the evil 
before the world is 
plunged into eternal 





NG OLLIE SE 
FOOTBALL'S NA- 
TIONAL CHAMPI- 
ONSHIP’ The 32 
finest college teams 
- Michigan, USC, 
Notre Dame, Penn 
State, Alabama, 
Texas A&M - tear it 
up in exhibition or 
league play. 4 excit- 
ing play options. 
College playbooks, 


more challenging 
game play, 12 
"Babalities" and 2 
new hidden charac- 
ters. $66 










darkness. Charac- 
ters develop and 
change as the game 
progresses. $64 


rules, fight songs 
and stadiums! All 
the excitement of 
college ball! $52 





‘FORMULA ONE 
WORLD CHAMPI- 
ONSHIP’ It's time 
to go up against the 
real pros. You'll 
race finely tuned 
machines on the 
actual Grand Prix 
circuit and chal- 
lenge the real pros 
at speeds over 200 
MPH. Who knows, 
you may even 
come away a 
champion... or just 
another rookie in a 
burning heap! $46 





Buy 3 in stock Super Nintendo games and choose 
a 4th game from the list below. Offer subject to 
change or cancellation without notice. Valid from 
August 1st through September 30th or while sup- 
plies last. 


FNTEFRTAINEFRaT SYSTEMS oe eee 
‘BREATH OF FIRE’ Warriors battle an Evil Dragon Clan to save 
the world. An evil sorceress has brought two competing dragon 
clans under her diabolical spell. A young hero and 7 warriors 
must awaken from an eternal slumber to battle the enemies. $59 


Operation Logic Bomb (SNES), Power Movers 
(SNES), Redline F1 Racer (SNES), Tuff Enuff 
(SNES), George Foreman Boxing (SNES), NHL 
Player's Hockey '93 (SNES). 





Genesis 32X System $149 Championship Joystick $56 Pagemaster $56 Art of Fighting $59 Power Pro Baseball $52 8 Hours $52 
College Football $56 Power Plug $34 Porky Pig $54 Brawl Brothers $49 Pro Sport Hockey $54 Air Strike Patrol $52 
Doom $59 Pro Action Replay $79 Scooby Doo $54 Clayfighter 2 $59 Slam Masters $59 Carrier Aces $52 
Fahrenheit CD $56 Super Link (5 Playr Lnk) $29 SeaQuest DSV $56 Double Dragon 5 $56 Soccer Shootout $56 ESPN SpeedWorld $56 
Golf Mag’s 36 Grt Holes $56 Super Multitap $32 Skuljaggers Revenge $59 Dragon $56 Sterling End2EndFB $62 Full Throttle Racing $52 
Midnight Raiders CD $56 Super Nintendo Sys $139 Sparkster $52 Fatal Fury 2 $59 Super Bases Loaded 3 $62 Michael Andrti Indy Car $59 
Tomcat Alley CD $58 Super Scope $54 Spidrmn Max Carnage $62 Fighters History $58 Super Punch Out $49 Nigel Mansell Indy Car $59 
Star Wars Arcade $59 Wireless Control Pad $42 Star Trek Next Genertn $59 Justice League $62 TNN Bass Tournament $52 Pilot Wings $42 
Stellar Assault $59 StarGate $62 King of Dragons $59 Tecmo Super NBA Bbll $54 Spectre VR $52 
Super Motocross $59 Super Adventr Island2 $58 King of the Monsters 2. $54 Tiger Mask Wrestling $56 Star Fox $46 
Super Space Harrier $56 Super Return of Jedi $62 Mortal Kombat 2 $69 Tiny Toon Advt:Wild Sprt $52 Star Trek: Starflt Acadmy $52 
Surgical Strike CD $56 Sylvester & Tweety $58 Peace Keepers $54 WWFE:Raw $62 Street Racer $56 
Virtua Racing Deluxe $59 3 Ninjas Kick Back $56 The Mask $54 Power Instinct $54 Winter Extreme $54 Super F1 2 $58 
Aero the Acrobat 2 $56 Time Cop $56 Ranma 1/2:Hard Battle $54 Top Gear 3000 $56 
Arcus Odyssey $54 Tom & Jerry:Chase On! $56 Samurai Showdown $59 UniRacers $54 
Batman:Animtd Series $59 True Lies $59 Shien’s Revenge $56 Valkyrie $54 
Biker Mice from Mars $52 Virtual Bart $57 Streetfighter 2 Turbo Ed $49 Wild Trax $56 
Akira $34 Bonkers $58 X MEN $59 Super Street Fighter2 $66 Breath of Fire $59 World Champ Rally $52 
BreakThru $38 Captain Commando $58 Yogi Bear $52 TMNT:Tournamt Fightr $56 Dragon Warrior 5 $62 
Choplifter 3 $32 Daze Before Xmas $56 Ultimate Fighter $54 DragonView $59 
GP Rider GA $27 Death of Superman $59 WCW Super Brawl $52 Eye of the Beholder2 $69 
Lion King $38 Donkey Kong Country $56 World Heroes 2 $59 Final Fantasy 3 $66 
Mortal Kombat 2 $39 EarthWorm Jim $58 First Queen $56 ACME Animatn Factory $54 
RBI 94 $32 Flashback $54 Exo Squad $52 Golden Empire $59 Aero Biz Supersonic $59 
Sonic Triple Trouble $36 Generation 2 $54 Fire Striker $52 Illusion of Gaia $59 Animaniacs $54 
Star Trek Movie $34 Grt Circs Myst w/Micky $59 Fire Team Rogue $59 Inindo $56 BreakThru $46 
Super Battle Tank GA = $32 Haunted Holiday $58 Galactic Defenders $56 Bass Masters Classic $54 King Arthur/Knight Just $59 Genghis Khan 2 $56 
True Lies $36 Indiana Jones Grts Adv $59 Lethal Enfr w/gn MA-17 $64 Brett Hull Hockey 95 $59 Lord of the Rings $54 Jeopardy 2 (Deluxe) $52 
World Series Bsball95 $36 Itchy & Scratchy $52 Metal Morph $56 ESPN Hockey $56 Lufia 2 $56 Metal Marines $59 
Jurassic Park 2 $56 Soldier of Fortune $56 Elite Soccer $52 Might & Magic 3 $59 Mighty Max $54 
Knights of Round Table $56 Super Metroid $56 FIFA International Sccr $52 Obitus $58 Operation Europe $62 
Lion King $59 Super Sonic Blastmn 2 $54 Hammer Lock Wrestling $54 Runes of Virtue $59 Pachi Slot $52 
Mega Man X 2 $59 Super Turrican 2 $52 Hoop It Up! $58 Shadow Run $56 Shanghaii 2 $44 
Gensis Secrt of Game $6 Michael Jordan:Chaos $54 Tin Star $54 MLBPA Grnd Slm Bsbll $62 Ultima 7:Black Gate $64 Sim Ant $42 
Sonic Strategy Guide $16 Mickey Mania $56 View Point $54 Mega Man Soccer $56 Unchrtd Watrs Nw Horiz $59 SimCity 2000 $56 
Turbo Grafx Secrets $10 No Escape $56 Wild Guns $54 NFL Team Heroes $54 Wizardry 5 $59 Wario's Woods $54 
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} GROLIER. RON HELIX: 


THE PLANET'S HOTTEST HARDWARE 
MEETS THE PLANET'S COOLEST SOFTWARE. 
INTRODUCING GAME BLASTER CD 16. 


All the leaders of the gaming universe 


have joined forces. And now theyre coming 





to get you. No other game experience can 
prepare you for what's waiting inside the new 
Game Blaster CD" 16 multimedia upgrade kit* 
You get a Sound Blaster” 16-bit sound card and 

speakers that make all your games sound 
terrifyingly real. A 
double-speed CD- 
ROM, so all your 


games run faster. An 





*Suggested Retail Price $549.95. © 1994 Creative Technology Ltd. Game Blaster CD, Sound Blaster, and the Sound Blaster and Creative logos are 


FX-2000 joystick, so you can hone your reflexes. 
Not to mention the most outrageous games in the 
cosmos, like Rebel Assault, Sim City 2000, Return 
to Zork, Iron Helix, F-I117A Stealth Fighter, Silent 
Service H, Civilization, Railroad Tycoon, and The 
New Grolier Multimedia Encyclopedia. Of course, 
all your games will sound better because they're made 
to be played on Sound Blaster. The question is, can 
you handle it? Want more info or the name of a 
Creative Labs dealer? 


CREATIVE 


CREATIVE LABS, INC. 


Call I-800-998-5227. 
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